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Upgrade up to a Sound Blaster 16, and you've got PC 
audio as real as it gets. 

Real CD-quality, 16-bit stereophonic sound. Real built-in 
upgradability. And best of all, real 100% Sound Blaster 
compatibility. 

All of which may just be why we're the 16-bit PC audio 
standard. And why those other manufacturers spend so 
much time comparing themselves to Sound Blaster. 


THE 16-BIT SOUND STANDARD. 


But like the man says, Get Real. Because there’s 


only one card that’s 
“as good as a 
Sound Blaster 16” 
And that’s a 

Sound Blaster 16. 
For information, call 
1-800-998-5227 


CREATIVE LABS; INC; 


USS. Inquiries: Creative Labs, Inc., Tel: 1-800-998-5227 or 1-4 6600. International Inquiries: Creative , Singapore, Tel: 65-773 


Blaster and Creative logos are trademarks of Creative Technology Ltd. All other trademarks are the property of their respective holders. © Copyright 199 
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And now...the violence that plagues a distant — 
research colony threatens the planet Earth. — 


As British military agent Blake Stone you're 
thrust into deadly combat against the malevo-— : 
lence of a mad scientist and the insidious 
mutant army under his command. Dr. 
Goldstern, driven by his insanity and bent 
on the annihilation of mankind, won't 


rest until he rules the known universe. 


The forces of heroic good and villain- “7 
ous evil collide in this life-or-death 
struggle to control Earth's future: 


Sign up to fight as Agent Blake 
Stone. The fate of humanity isin — Llp 
your hands! : = 


For the cost of shipping and / 
handling, only $5.00, you'll _ 
receive Episode One, The Star 
Institute. Or download Episode Or 
and pay no shipping and hanc 
Call the Software Creations B 
check out the FREE Apo 
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COMPUTER GAME REVIEW 


SEX ‘N? VIOLENCE 


Video and computer game violence, which has been around about as long as video 
and computer games, has recently come under attack. So has excessive sex in said 
video and computer games. Senator Herb Lieberman has decided that he must protect 
the children of America from what he deems to be excessive violence and suggestions 
of sex. I 
While the Senator’s intentions may The government does not 


be the highest possible, what we have 
here is a case of the government (and and should not have the 


| will resist the temptation to use the right to tell us what we can 
phrase “once again”) trying to butt into 


the lives of the people living in this GO With our spare time. . . 
country by providing them With ChOiCCS eta 
already pre-made. The government does not and should not have the right to tell us 
what we can do with our spare time as long as our leisure activities do not interfere 
with the lives and livelihood of other people. 

Those of us who are old enough and responsible enough to make our own entertain- 
ment purchasing decisions do not need the government to plaster a warning or a rating 
on our software. Kids, on the other hand, don’t often make a lot of their own purchas- 
es, relying instead on their parents. Mom and dad have the ultimate power over what 
ee The KiGe OAV. IT Tey Gert Want Moral 
The final authority on what {Kombat in the house, it doesn’t enter 


. the house. The final authority on what 
a kid plays, reads and sees aki plays, reads and sees should be 


should be his parents or his parents or guardians, not Uncle 
Sam. 
guardians, not Uncle Sam. 


The suggested plan is to determine if 
a rating system is warranted, then let 
the industry determine and carry out such ratings for one year. At the end of that year, 
the government will step back in and decide if the labels are good enough. If the labels 
or rating system is deemed insufficient, the National Independent Council for Entertain- 
ment in Video Devices will “begin a rule-making process to establish the appropriate 
parental information system.” 

The bottom line is that what we have here is another witch hunt of the same style 
and type created by Tipper Gore with the PMRC several years ago. Too bad Frank 
Zappa isn’t around any more. It’s another example of looking for a scapegoat since 
people won't face up to taking responsibility for themselves. The games themselves 
are just games. That’s all. How kids are affected by them and how they react to them 
fall into the realm of parenting. It is not the government's job to raise the children of 
this nation. As a recent editorial in USA Today said, “[Government] can’t fill in for irre- 
sponsible or distracted parents.” We shouldn’t ask it to in this case. 

Video games and computer games 


are an escapist entertainment, in gen- =. 4.5 moe we te 
eral. That’s what they are there for--to Too bad Frank Zappa isnt 


provide us with a chance to be some- qround any more. 
one or something we aren’t and do 


things we couldn’t normally do. Vio- 
lence is a part of that, since it isn’t in the daily schedule of most people. 

Finally, any sort of legislation that occurs regarding a non-voluntary rating system for 
video and computer games runs contrary to our First Amendment rights. While these 
basic freedoms do not allow you to yell “fire” in a crowded theater, shouldn’t they 
enable you to do what you want in an atmosphere that by its very nature is unreal? 
Why regulate a world that doesn’t exist in reality? 

Should this committee draft a bill, | urge you to call your Senators and voice your 
views. You can get their office numbers by calling the Capitol Hill switchboard at (202) 
225-2131. See you next month. 


Steve HONEYWELL 
EDITOR 


aa Sas sequel to the immensely popular Breach 2 2, Breach Z ad youir in) 
i command as Squad Leader of the Feder [ds..U0 yOu 


have what it takes to Command your Manne 
WN dangerous missions against destructive 
PRE y enemy forces?» . 


All new features in Breach 3 include a unique combinations *~ ( 
of turn-based and real-time play; individual personalities 
+». for each marine; stunning 256-color VGA graphics; . 

ss tree-structured campaigns containing up to 911 - 
% scenarios; support for all major sound cards: | 
and modular terrain, 

> objects and opponents. 


Y /My The fate of the 
4 Federated Worlds 
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Choose from exciting missions or use the Watch r marines carry out your orders according _ Stop the saniicaliy stunning combat at any time 
scenario builder to create your own! to their own unique personalities! = to ts your orders! 


The latest module in Omnitrend's 
Interlocking Game System, F 
Breach 3 allows you to interconnect 
with Breach 2 and Impressions’ 

» Rules of Engagement 2! 
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THE VAMPIRE 
STRAHD 
COMES TO 


THE PC! 


SSI’s RAVENLOFT MAKES 
WAVES WITH A GOTHIC 


ADVENTURE SET IN AN 


ALTERNATE AD&D reALM! 


FIRST-EVER COMPREHENSIVE FLIGHT MODELING SOFTWARE 


ron? SIMGLATOR 


TTT TT TT 


rt] uy 
60 


FST is revolutionary. It’s tree, truck, valley or skyscraper? 
CREATE YOUR OWN PLANES, e 


powertul, sophisticated, and No problem. Just check out the 


OBJECTS & BATTLEFIELDS easy to use. Technophiles will —_ extensive library of clip-art 
_— IN SUPER-VG A! appreciate the attention to imagery: aircraft, ground tar- 
: ; ~ 


detail — cockpits include mod- __ gets, landscapes and objects. 
Domark set the standard the first 3-D flight modeling ern instrumentation, such as You'll be streaking through the 
with Super-VGA HARRIER, the software ever produced for your OBI, DME, andGlidescope— _ heavens in no time! 
first-ever SVGA strategic flight | PC, is Domark’s second offer- —_as well as the ability to build 
simulator. Now, we're pushing: ing inits ADVANCED SIM-SERIES” _ every detail of their sim world. | FLIGHT SIMULATOR TOOLKIT. 
that standard to newheights! —_ state-of-the-art flight simula- In a hurry? Not interested YOUR AIRCRAFT. YOUR LANDSCAPES. 
FLIGHT SIMULATOR TOOLKIT, _ tor product line. in building every last plane, YouR MIssIons — YOUR WORLD. 


Screens shown: IBM 256-color SVGA displays. DISTRIBUTED BY Visa/MC orders: 


IBM PC/CompPamIBLes: Available November 1993 Spec tr Ui call 24 hrs a day, 


: ; 7 days a week: 
Requires Windows™ 3.1 

Flight Simulator Toolkit ©1993 Domark Group Ltd. 1) MARIK HoloByte 1-800-695-GAME 
Published by Domark Software Ltd. (orders only). 


Programmed by Simis Ltd. 
Graphics by the Kremlin. 1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 
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CGR Reviews CGR Previews 


Subwar 2050 by MicroProse 16 Space Ace CD-I by Philips 
Nanotank by Twin Dolphin 20 Mad Dog McCree CD-| 
Smokin’ Guns by Philips 
by Twin Dolphin 22 Ravenloft 
Dungeon Hack . by Strategic Simulations 
by Strategic Simulations 24 Avenairn 
nS Tenminetor: Meiripage by Strategic Simulations 
by Bethesda Softworks 26 
Leisure Suit Larry VI The sik i Masters of Havlar 
by Sierra On-Line 30 by Mindcraft 
Police Quest IV Hanna-Barbera Animation 
by Sierra On-Line 32 Workshop by Empire 
Take A Break Crosswords SimHealth by Maxis 
vol. 1 & 2 by Dynamix 34 


Flight Simulator Toolkit 


by Domark 36 CD-ROM 
Lucky’s Casino Adventure 


by Quantum Quality ans Rebel Assault by LucasArts 
Merchant Prince The Labyrinth of Time 

by Quantum Quality 42 by Electronic Arts 
CyberRace by Cyberdreams 44 Critical Path by Media Vision 
IndyCar Racing by Papyrus 46 Red Shift by Maris 
Alien Breed by MicroLeague 48 Voyeur by Philips 
Kyrandia 2: The Hand of Fate 

by Westwood Studios 50 
Simon the Sorceror 

by Activision oe 
Gameport 2000 by Suncom 54 

CGR STRATEGY ae, 

SimCity 2000 by Maxis 94 
Flight Commander 

by Big Time Software 98 


Sam & Max Hit the Road 
by LucasArts 


If you just can’t 
get enough of 
a good mis- 
sile threat, 
please 

turn you 
attention 

to page 98 
for the low- 
down on Flight Commander from Big Time 

Software. We'll take you through all of the best 

ways to score a kill, keep a bogie off your tail, search 

for elusive ground targets and emerge from dogfights with- 
out a scratch. Watch your six! 
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ly higher. 


Higher. Faster. Farther. 

CH Products is defining new 
standards of design and 
performance for computer pilots. 
We'll empower you to effortlessly 
relay commands with a feel of 
absolute control...to swoop, loop and 
soar like never before. 


Vove faster. Get your hands on 


the top gun precision 
FLIGHTSTICK PRO™ or the red-hot 
FLIGHTSTICK™ series joysticks. Or 
our lightning-fast GAMECARD 3 
AUTOMATIC! And VIRTUAL PILOT ™ 
a yoke that will defy your concept of 
reality. And there’s 
more on the horizon. Reach farther. 
From drawing board to your finger- 
_ tips, ours is arelentless pursuit of new 
and better products. CH Products 
began with a dream 25 years ago, 
and we've never looked back. 
Today, we give you the wings to fly. 
Higher. 
Faster. 
Farther. 


970 Park Center Drive Vista, CA 92083 
Phone: 619.598.2518 Fax: 619.598.2524 


TM 1993 CH Products, a Joystick Technologies Inc. Co. 
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Games ONLY... 


Dear Editor: 

In the December issue, Thomas 
Riesecker said “Il don’t know ANY com- 
puter gamer that uses his/her computer 
for games ONLY.” Allow me to introduce 
myself. Sharon A. Horn, female 46 years 
old. A graduate from the Nintendo, 
Super NES and Genesis. Yes, | bought 
a computer for one reason--games! 
Since, | have learned to do other things 
on it, but that is a perk. 

Please keep your magazine for com- 
puter game players. CD will soon 
enough have their own. We die-hard 
game people, NOT A SMALL GROUP, 
will upgrade soon and no doubt sub- 
scribe to one. 

Encourage a person to advance to a 
computer if they have a friend to help 
with the basics. It is a whole new world 
minus the sore thumbs. 

Review an oldie but goodie once a 
month. 

Sharon A. Horn 
Chalevoix, MI 


Pleased to meet you, Sharon. Thomas 
does have you on a technicality, since 
you admit to doing other things with your 
computer. Your reason for buying it 
(which is the proper one) doesn’t matter, 
Since you don't use it just for games 
now. 

The CD-ROM coverage in the back of 
CGR will continue, merely because it’s 
an important segment of games. Howev- 
er, you wont be seeing us cover the 
Sega CD, the Turbo CD or the Nintendo 
CD (lf it ever arrives) any time soon. Or 
ever. However, our main focus, at least 
until CD-ROM takes over the entire mar- 
ket, will be disk-based games, just like it 
has been for the last two and a half 
years (my, how time flies!). 

As far as the golden oldie idea, it’s one 
we've talked about. We don’t do it simply 
because we’d rather use that space to 
talk about new games and soon to be 
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ONE READER’S FRUSTRATION 
ECHOES OUR OWN. . . 


PLUS A DEARTH OF BASKETBALL SIMULATIONS AND A 
READER’S PREDICTIONS FOR 1994] 


Sendyour questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


released games. However, as a service 
to readers new and old, in our 1993 
wrap-up in this issue, you'll find 3 pages 
listing the scores for every one of the 
455 (yep, | counted) computer games 
CGR reviewed in every issue except this 
one. | hope it comes in handy. 


Ree. Macic? REAL FrusTRATED! 


Dear Editor: 

First, let me commend you on a terrific 
magazine. | have found the reviews in 
each issue very useful. In fact, they have 
saved me from purchasing a few games 
that would have left me with nothing but 
complete disappointment and a empty 
pocket. Thank you. Being a crazed 
gamer (sigh. . .aren’t we all? -ed) anda 
Current subscriber to your magazine, | 
would like to share with you and your 
readers some input on a product | pur- 
chased and returned within 5 days; the 
Reel Magic board by Sigma Designs. My 
advice to all other CGR subscribers, 
DON’T WASTE YOUR MONEY!!! Origi- 
nally, the board was supposed to include 
Return to Zork; however, | was happily 
surprised to find it came with a special 
version of Dragon’s Lair. | will commend 
both Ready Soft and Sigma Designs on 
what they did with the Reel Magic’s ver- 
sion of Dragon’s Lair; it’s identical to the 
laser disc in the arcade, even down to 
the demo. However, the board is just not 
worth the $449.00. Just to get the board 
working properly | had to reconfigure my 
Windows setup to be low resolution. 
Secondly, the Sound Blaster compatibili- 
ty. . .what compatibility? Over half the 
games | own had a problem with this 
board either in just recognizing it in the 
setup programs or by just locking up 
whenever it felt like it, which was usually 
about 5 to 10 minutes into any game. 
Also, before | could even get the board 


to work | had to call Sigma designs tech- 
nical support, which is not toll-free. It 
took them two days to get back to me 
after several messages, and | was still 
disappointed and without a board that 
worked properly. My advice to and CD- 
ROM owners who were waiting for this 
board and the special version of Drag- 
on’s Lair: it’s not worth it! One last point; 
| spoke to a representative at Ready 
Soft who told me they are coming out 
with a regular PC CD-ROM version of 
Dragon’s Lair for people who don’t want 
the Reel Magic board. Hopefully the 
graphics, animation and sound won’t 
suffer too greatly. 
Jason S. Loiselle D.G.P. 
(Disappointed Game Player) 
Lexington, KY 


You have, no doubt, seen our review 
of Sigma Designs Reel Magic board in 
our last issue. We too were a bit disap- 
pointed with the final product and are 
taking a wait-and-see approach with any 
of the software that comes out for it. We 
had similar compatibility problems, simi- 
lar crashes and similar calls to tech sup- 
port. Caveat emptor. 


Hoop, THERE IT ISN’T. . . 


Dear Guys: 

Has anybody else noticed that the 
hottest professional sport with the 
hottest stars is almost entirely unrepre- 
sented in computer games? Did | men- 
tion that this sport has the hottest action 
of any sport and is played in virtually 
every backyard in America? Where are 
the NBA and NCAA licensed basketball 
games for the IBM? I’m talking 5 on 5 
with real stars, realistic action and com- 
plete bench strategy. This is a huge 
market that has gone entirely untapped 
by the industry. I’ve heard all kinds of 


IndyCar™ Racing is the real 3-D thing. Blast through the corkscrew at Laguna Seca. Doppler- 
shifting IndyCar engines scream to the max. Suddenly, someone spins. Blam! Parts fly 
everywhere. You slip by. Whew! Caution light. Time to pit. Take on fuel. Right side tires. 
Adjust front wing. Too late! You finished 2nd. Get ‘em at Michigan. Feel too real? (Almost.) 


COffietaitly 


ae 


a “wl Ng 


Sanetione.d 


e Real Graphics: Experience all 
new Papyrus 3-D Super Texture™ 
technology. Bit-mapped cars, 
tracks, terrain and scenery, 
accurate down to the last detail; 
including billboards, paint 
schemes and decals on actual 
IndyCars. Tread marks “groove” 
every turn to help you find the line. 


From the creators of 

Indianapolis 500“: The Simulation 
First in a series of Real World 3-D 
Racing Games 


Available 
November 1993 


¢ Real Game Play: Gobs of 
Newtonian physics calculate real 
car behavior...speed, chassis, 
‘engine set-up, tire temp and wear, 
fuel load, track bank, etc... 
hundreds of calculations per 
second. What you do makes a 
real difference. 


¢ Real Race Tracks: Michigan 
International, Laguna Seca, 
Milwaukee Mile, Long Beach... 
you get it all in IndyCar” 
Racing...right down to the grass, 
fans, stands and six real TV 
camera-type replays from 
car-cams to blimps. 


e Real Set-Ups: You choose wing 
angles, tire types and pressure, 
suspension, camber, gearing, and 
more. Adjust turbo boost, brake 
bias, roll bar settings from the 
cockpit. Custom tune engines in 
the dyno room. (Or take the default 
car and hit the track running.) 


PAPYRUS 


PUBLISHING, INC. 


Distributed exclusively worldwide by 
GAMES Virgin Games, Inc. 


The Indianapolis 500 is a registered trademark of the 
Indianapolis Motor Speedway. 


Indianapolis 500°: The Simulation'” is a trademark of 
Electronic Arts Inc. 


Actual IBM PC screens shown. 


Hiriesttt to he more than — 


tary simulations and builders of all 
sorts. He’s also shown. ability at sports 
and role- -playing games. ‘Flight sims, 
adventure. games and puzzle games 
usually leave him a little flat. He’s spent 
way too much time with Crystal Cal- 
iburn this month and he plays Lucky’s 
Casino Adventure and Dungeon Hack 
when the 486’s are free. 


Ted: Ted has quickly earned a reputa- 
tion for being tough to please. When he 
‘sits down with a game, he plays so 
intently that no one can get any sort of 
response. He likes builders, some sim- 
ulations, puzzle games and role-play- 
ing, but even in these genres, making 
him happy can be a programmer’s 
worst nightmare. He’s been playing 
Wak-a-Rat in Sam & Max, toyed with 
Lucky’s Casino Adventure and spent 
hours with Daemonsgate. 


Steve: Our editor who spends most of 
his time in front of one computer or 
another says he doesn’t really have a 
particular preference of game styles, 
but he really enjoys military simulations 
and puzzle games, while a lot of sports 
simulations leave him unimpressed. 
Action is what he wants, and he wants 
a lot of it. Lately, when not hard at work 
on the current issue, he’s been seen 
playing Heirs to the Throne, especially 
on continents with just sixteen territo- 
ries. He’s also desperately trying to 
keep the office Crystal Caliburn scoring 
title from falling into Kevin’s hands. 
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lame excuses about how difficult such 
games are on the PC and no real rea- 
sons why there are no such games pub- 
lished. My 486 will run Ultima Under- 
world Il on maximum detail at a healthy 
speed and some hotshot programmer 
can't make a game handling ten tall 
guys in little short pants? Is there a gam- 
ing company that just doesn’t need the 
money such a game (designed well, of 
course) would surely generate? Basket- 
ball fans would truly appreciate your 
magazine informing the industry of the 
need for such a game. Football, baseball 
and hockey games line up by the 
dozens while basketball fans (with dis- 
posable income, mind you!) are left out 
in the cold. Good options would include: 
real starts with real moves, saving 
games at any time, customized players 
and teams, digitized referee voices, full 
stats screens accessible during time- 
outs, tournament play and the All-Star 
teams. The view could be virtual reality 
(a la Jordan in Flight) or a high-angle 
from the side (like EA’s Bulls v. Blazers), 
it really doesn’t matter. One last request; 
add a legends data disk with champi- 
onship teams like the ‘83 76ers and ‘60 
Celtics and great players like Pistol Pete 
and Wilt Chamberlain. Thanks for get- 
ting out the word, CGR. Make it and we 

will buy it! 
James “Razorbacks are #1” Wyre 
Fayetteville, AR 


You're right, we need a good 5-on-5 
basketball game.In fact, my real disap- 
pointment with the aforementioned MJ in 
Flight was that it was only 3-on-3 half- 
court, which is kind of a bummer. 

However, you can soon enjoy hoop 
action, full-court 5-on-5 action, on your 
PC thanks to Bethesda Softworks. The 
Bethesda crew is working on NCAA II: 
The Road to the Final Four. The first 
NCAA game left something to be 
desired, but preliminary indications are 
that this product should be several quan- 
tum leaps above the first. I’m not sure 
what options will be available during 
game play, but tournament play is obvi- 
ously a big part of the game. What we’ve 
seen so far indicates that it’ll have a 
view similar to MJ in Flight. Anyway, if 
NCAA II isn’t out by the time you read 
this answer to your letter, it will be very 
very shortly. Now all we need is some- 
thing similar that features NBA players, 
since personally, I’m more interested in 
the NBA game than !| am in college 
hoops. 

And while the Razorbacks may be #1 
for you, I'll continue to support my lowly 
Northern Illinois University Huskies. Rah! 


SWAMI TIME. . . 


RE Postage Due: 

PREDICTION LIST FOR 1994 
(with significant assistance from the Psy- 
chic Manicurists Hotline) 


1) The Chiefs of Staff at Koei will be 
introduced to a new graphics invention 
tentatively called “VGA.” 

2) Dani Bunten (Global Conquest/Com- 
mand H.Q.) will decided this particular 
year that he’d prefer the name Danielle. 
3) A massive write-in campaign will 
occur in an effort to get CGR’s Steve 
Honeywell to automatically precede 
each occasional use of the word “cool” 
with the word “way” in his reviews and 
editorials. 

4) Gary Grigsby (War in Russia/Pacific 
War) will take on a new project entitled 
War: Three Easy Steps. 

5) Sid Meier (I think his last was called 
Civilization) will make an impromptu 
guest appearance on Unsolved Myster- 
les. 

6) Intel will ship a written agreement with 
every system housing their Pentiums 
guaranteeing that owners will be able to 
cook dinner on their new chips and run 
their software at the same time. 

7) Origin will debut a new flight sim that 
runs on two floppies. 

8) Joint industry-wide decree will be 
established which locks company presi- 
dents in a white room and forces them to 
play Mindcraft’s Strike Squad for six 
hours every time their firms release the 
names of their registered owners to junk 
mailing lists rather than apprising them 
of new patches. 

9) Tsunami (Man Enough) and Megate- 
ch (Metal & Lace) will join forces to pro- 
duce Questionable Nuns in Space 

10) CGR will sponsor a contest to see 
who can get through all X-Wing and B- 
Wing T.O.D. missions in order and with- 
out losing a single objective, with players 
blindfolded and, of course, allowed to 
use keyboard control only. 

11) Tech support lines will begin playing 
recorded Ross Perot excerpts during 
their busiest hours 

12) All CGR reviewers, as they cover 
their self-projected mind-bending quota 
of over 200 title releases, will actually 
complete the entire year without a single 
instance of whining about a given prod- © 
uct being “too time-consuming” and 
“involved.” 

13) Sea captains nationwide will sud- 
denly and inexplicably switch en masse 
from using anchors to back issues of 
CGW. : 

14) Following a heated debate, CGR will 


The 14-inch guns of your dreadnought thunder as you 
order another devastating salvo fired at the enemy line. 
Your ship shudders with the recoil of the guns, and you 


peer through the binoculars as the shells arch toward their 


target. A few well-placed hits could sink the enemy, but 
your squadron is still vulnerable to a torpedo or shell 
attack that could send your ships to the ocean floor. 


This is World War | naval action like you've never seen 
before! Calibrate your range-finder and stuff your ears 
with wool as you prepare for the action, sights and 
sounds of Jutland!™ 


Command a fearsome dreadnought and fight for control 
of the North and South Aflantic. Or command the entire 
German Imperial fleet or the whole of the British Royal 
Navy. Fight a single mission, a battle campaign or the 
entire war while commanding one ship, a squadron of 
ships, or the entire fleet. 


Another exciting CD-ROM 
product from 
‘Commander’ Jones and 
his crew at Software 
Sorcery 


© 1993, Software Sorcery, Inc. Software Sorcery is a registered trademark of Software 
Sorcery, Inc. Jutland is a trademark of Software Sorcery, Inc. 


The drama, action and excitement of WWI naval 
combat comes fo life with stunning SVGA and VGA 
graphics, digitized video and sound effects and 
historically accurate combat. Experience naval 
combat as the sailors and officers did almost 80 years 
ago, including night combat, torpedo attacks, salvos 
of exploding shells and burning ships. When you're 
ready, test your naval combat ability in the 
awe-inspiring Battle of Jutland! 


Available for the IBM PC and Compatibles. 


See your favorite retailer, or call (619) 452-9901. 


Where Magic is State-of-the-Art! 


be renamed Electronics Boutique 
Game Review (in honor of the Novem- 
ber, 1993 installment). 
15) The President and CEO of Thrust- 
Master will awaken one morning and 
decide that--even though he can’t quite 
figure it out--there’s something strangely 
amiss regarding the name of his popular 
flight sim peripherals company. 
16) We’ll discover at the end of the year 
the Koei had Known all along about 
VGA, but delayed introducing it in their 
games because they were too busy try- 
ing to secure the patent. 
17) While crossing the street one day, | 
will receive the raspberries from an 
elderly female driver of a passing red 
Lamborghini Countach who’ll turn out to 
be none other than--you guessed it, 
Steve--your grandmother. 
Jim Corbin 
Lowell, MA 


And, in reply. . . 
1) VGA? Is that like Virtual Reality? 
2) And Jim Corbin will prefer the name 
Jannette. 
3) Hey, that’s a cool (sorry, way cool) 
idea! 
4) With the sequel, War: Sixteen Thou- 
sand More Difficult Steps. 
5) But not America’s Most Wanted. 
6) “Fry eggs and your motherboard at 
the same time!” 
7) But the speech pack will ship on 
twelve disks. 
8) Can't argue with that. 
9) You forgot Al Lowe (Leisure Suit 
Larry, et al.). 
10) Nope. We’d make them play Imperi- 
al Pursuit, too. 
11) Without the pie charts, the entire 
Ross Perot effect is lost. 
12) Never happen. 
13) Who? CGWho? 
14) Our sales at other outlets would 
plummet! 
15) I’ve always enjoyed the name of that 
company. 
16) But they were held up by my court 
case suing for the right to patent the 
wheel and the inclined plane. 
17) | think my grandmother drives a 
Cadillac. And she’d never give you a 
raspberry. Noogies, maybe, but never a 
raspberry. 


PROGRAMMING... 


Dear CGR: 

| am 24 and have been a program- 
mer/analyst for a state department since 
May, 1990. Most of my programs are 
written using COBOL in a mainframe 
environment. | have been quite interest- 
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ed in entertainment software program- 
ming since the very beginning of my 
computer involvement. The problem is, | 
don’t know enough about the game pro- 
gramming field. For instance, what lan- 
guages are used and what steps should 
one take to become a professional game 
programmer? | have written letters to 
numerous well-known entertainment 
software companies, but none have 
answered any of my questions. Hopeful- 


ly, you Can provide some information 


and advice on the subject. 
Tony Ambrose 
Pana, IL 


You would do well to contact Interac- 
tive Entertainment Design, a magazine 
produced by game designer Chris Craw- 
ford, who is also IED’s editor, publisher 
and writer of virtually every article. Sub- 
scriptions run about $36 per year, and 
back issues are available at $30 per vol- 
ume or $5 per issue. You can get in 
touch with IED by writing: 

Interactive Entertainment Design 
5251 Sierra Road 
San Jose, CA 95132 

At the very least, you may be steered 
in a better direction than your current 
heading. Good luck, and keep us posted 
on your progress. 


No TIME FOR GAMES?.. . 


Dear Editor: 

| am writing you for three reasons. 
First, | wanted to say that your magazine 
is wonderful, provides me with many 
hours of good reading and great tips and 
best of all, the reviews help to save 
money. Thanks! 

Second, | wanted to comment on the 
wonderful point made by Jeff Fulton. I’m 
relatively new to computers (I’ve only 
had my 386/33 for a year), and some of 
the games that | purchased were 
extremely hard to get into, and after | 
spent hours learning controls, days 
learning the rules and weeks flying sor- 
ties 15 times to complete the mission 
goal, | just wasn’t having any fun. 

The issue of time is my third point. 
see, I'm a pre-optometry major and 
unfortunately, | don’t have the time to 
play a lot of the lengthy games that are 
out there. | know that some of the read- 
ers out there are in the same situation, 
whether they are students or full-time 
workers. So here are the games which 
are still on my hard drive: Sierra’s Hoyle 
Classic Cards and Book of Games 3; 
Dynamix’s Incredible Machine; 
MicroLeague’s SilverBall, Electronic 
Arts’ 4-D Boxing; Interplay’s Lost Vikings 


and Origin’s Wing Commander Acade- 
my. The only game | have on the drive 
that requires a bit of commitment is EA’s 
Syndicate, which | love and is worth the 
extra time. 

I’ve heard about M.U.L.E. from a lot of 
people who said it was a great game. 
What is the gist of the game, and is it 
available on the IBM? 

Philip Wooldridge 
Lampasas, TX 


M.U.L.E. was an economic/strategy 
sort of game released by Electronic Arts 
in the pre-dawn of computer software. If 
you can still find a copy of it, it'll certainly 
be really inexpensive. You could always 
contact EA. 

You bring up an excellent point about 
the involvement of some games. Jim 
Corbin’s twelfth prediction on his list of 
17 earlier in this column says that we 
“whine” about game complexity. Not so. 
It’s a valid argument that a lot of gamers 
out there, myself included, much prefer 
to be able to install a game and be up 
and playing within a few minutes rather 
than a few hours. | don’t personally 
enjoy reading through several hundred 
page manuals in order to figure out how 
to make my first move in a game. It’s 
one of the few things that | would 
change about my job if | could, but | 
have to read those *%(%4#$ manuals 
Just like everybody else. | don’t find it 
fun. Complexity is one thing, but expect- 
ing someone who is looking for enter- 
tainment to get that involved with a prod- 
uct is sometimes asking too much. Of 
course, perseverance does pay off, and 
many times, a frustrating mission (read 
X-Wing, T.O.D. #1, mission 8) success- 
fully solved makes you feel pretty darn 
good about things in general. 

Games that are simple to get in to 
have their place, as do games that 
require a lot more time and effort. Every 
gamer is different, and neither prefer- 
ence is more valid than the other. 

Incidentally, if you also run Windows 
on your system, you may want to con- 
sider the Classic Windows Fun Pack 
recently released by Impressions. It con- 
tains a number of games specifically 
designed for people who have a couple 
of minutes to kill. You many also want to 
take a look at Take-A-Break Crosswords 
Volume 1 and 2 from Dynamix (if you’re 
a crossword puzzle fan), Nanotank from 
Twin Dolphin and Lucky’s Casino 
Adventure, all of which are perfect for 
people like yourself who don’t want an 
overly difficult game that can be played 
and enjoyed for several minutes or, time 
permitting, several hours. 
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Whether youre facing a horrible 
fire-breathing dragon, a heavily armed MiG 29, 
or that really nasty dogleg on the 18"hole, 


there is one place you can turn to for help. 


CompuServe. The very best place to go for any kind of 
computer and video-gaming support. 

Because on CompuServe you can get advice, 
and opinions, and more than a few special secrets by 
talking to the members in our Gaming Forum, people 
who share your passions for everything from whacking 
enemy fighters to getting an eagle on the 18th. And 
some of the biggest game publishers and distributors 
are here for you to talk to, as well. 

As a CompuServe member, you can download 


demo versions of the best new games, too, and take 


them for test drives. Before you spend your hard- 
earned money. 

So whether it’s beasts, bogeys, or birdies 
you re tangling with, don’t go out there alone. Get 
CompuServe on your side. 

Sign up now and receive a free introductory 
CompuServe membership with a $15 usage credit and 
a free month of basic services. Call 1 800 524-3388 
and ask for Representative 534 for more information. 

aes 
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The information service you won’t outgrow. ™ 


The Sword and 
Shield Society has 
finally accepted 
you among their 
ranks. They are 
the elite fighting 
forces of the sub- 
marine world, and they are counting on 
you. The Golden Propeller insignia with 
which they have decorated you is proof 
of their belief in your abilities. You can’t 
let them down. 

After your mission briefing, you config- 
ure your Hurricane Class Light Fighter 
Sub with weapons. As the Enterprise 
mothership release its grapples, you 


Subwar 2050 


by MicroProse 


Game Summary 
Win fame and notoriety as a relent- 
less submariner as you utterly 
destroy your enemies. Pilot a variety 
of subs, collect money for missions, 
upgrade your weapons. 


Overall 
Rating: 


Requirements: 


90% 


386/16 or better, VGA, 
Dos 5.0, 1 MB RAM 
AdLib, Roland 
Sound Blaster 
Controller: Keyboard, Mouse, Joystick 
Available for: PC and compatibles 
Distributed by: MicroProse 
Retail Price: $49.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


One player 
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PREPARE YOURSELF FOR THE 
FUTURE OF WARFARE. 


THE LAST FRONTIER ON EARTH IS YOURS FOR THE TAKING, 


IF YOU SURVIVE. 
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Name your pilot, give him a face and start 
taking missions. 


take a moment to reflect on the cost of 
this equipment. Thirty-six million dollars 
is a lot of money, even in 2050. Lose 
this sub, and your superiors will not be 
pleased. More importantly, though: lose 
your life and you will not be pleased. 

The reactor behind is powered up and 
ready to roar. Shifting full power to the 
engines, the Hurricane races away from 
the Enterprise at speeds in excess of 90 
knots. Your sonar is switched to active; 
you want to know what sort of action 
you're getting yourself into well before 
you have to fire your first shot. 

As you crest the ridge marking your 
first waypoint, your sub is hit by a 


tremendously powerful current, and the 
Hurricane starts to tumble, out of control. 
Calling on all of your piloting skills, you 
narrowly manage to escape being 
smashed on the rock face of the ridge. 

Ahead of you, the ocean floor drops 
away sharply, leading into the murky 
black depths which few men have ever 
seen. You know your subs tolerances 
well: if you took the Hurricane down into 
those depths, you’d be crushed like a 
grape. Suddenly your sonar lights up! 
Making a quick note of your enemy’s 
position, you switch your sonar off and 
power down your engines. Too much 
noise out here and you’re toast! 
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Congratulations are in order as your enemy 
explodes in thousands of tiny pieces. 


Premature ejection causes you to lose your 
ship. Staying power is needed. 


As you bring your sub around toward 
your enemy’s last Known position, you 
hear the unmistakable sound of a torpe- 
do tube being opened, followed closely 
by its launch sound. Hoping your enemy 
wasn't able to image your sub too accu- 
rately, you flood your ballast tanks and 
the Hurricane drops like a stone. You 
level off at 2200 feet, silently invoking 
Poseidon to keep your hull from ruptur- 
ing at a depth this sub isn’t rated for. 
Switching your sonar to passive, you 
watch the torp whistle by only eighty feet 
away. You kick your engines up a bit 
and angle angle your dive planes to 


You’ve gotta hate when your ship has an 
implosive hull breach. 


Carry you up. Your enemy has made a 
fatal error: he “pinged” as he switched 
his sonar to active. You fire. Twenty sec- 
onds later you hear the sound of a sub’s 
hull breaching. His, not yours. 

Powering up your turbines, you head 
for the Enterprise and the hot cup of 
navy coffee you promised yourself. Your 
superiors will be pleased. The ocean, 
deep and dark, is safe. 
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Proximity mines must be destroyed or 
avoided. 


Interface ¢ Playability ¢ Graphics * Sound « Replay Value 
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Wow. Pay no attention to the term 
Sub in the title: this is a flight sim with 
a great twist. The idea behind this 
one alone is worth a look. Submarine 
carriers, which launch fighter subs? 
Too twisted, too original to pass up. 
The game is easy to get into Subs 
are easy to fly, | discovered, Miero- 
Prose has got a winner heré) Being 
underwater gives the added Wactcal 
twist that this breed of games)$6 
needs. Suddenly, the noise4you 
make becomes a crucial factor=¥4sI- 
bility is poor in the ocean depths; 
sound is your guide. Keep your 
engine throttled low and your sonar 
passive. But with your own blinders 
on, you can’t find the enemy as easi- 
ly. In fact, this sensory difficulty con- 
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fused me. It’s too hard to see anything. | 
get lost under the waves, unable to find 
the enemy and my navpoints except by 
my HUD. Then | stopped fighting it, and 
got into it. It’s only a flight sim by asso- 
ciation—the differences are too broad, 
160 deep. The waters can be claustro- 
phobic, and that’s on purpose. Oh, | 
havessome problems with the game. 
Thé Buttons on several of the interface 
screens have arcane icons and no text 
tO Signhifyewhat does what. There’s also 
the fact that | tend to tire of these mili- 
tary missions sims after a while (go 
shoot down more scum, young pilot). 
But the novelty in this game will keep 
me playing for a while, as will the eerie 
stylized graphics with their shadings 
and light effects. A good job. -Kevin 


Interface -¢ Playability ¢ Graphics * Sound « Replay Value 
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Why | waited as long as | did to load 
this up is unknown. Call it a mental 
aberration on my part. Subwar 2050 
is one of the most beautiful pieces of 
software I’ve ever seen. It’s a lot like 
a flight/air warfare simulation, but 
oceanic effects have been taken into 
consideration. Physical effects are 
realistic (although I'd like to seé the 
day that a submarine chugs along at 
speeds in excess of ninety knots) in 
that the distance light travels umder 
water is finite, and thermoclines can 
cause ungodly powerful “standing” 
currents, etc. Even though the ocean 
floor looks a bit fractalized, | kind of 
enjoyed it; however, | also remember 
watching men land on the moon for 
the first time. The graphics are very 
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good, and, true to an underwater com- 
bat simulation, sound plays a major 
role. The interface is well-designed, if 
complex. | particularly liked the amount 
of detailed information you could 
acquire about the environment sur- 
rounding the sub. The manual we got 
with Our copy was not finished, but it 
Was thorough. | noticed a few very 
minor glitches in it, but those should be 
corrected by the time the game comes 
out. Anybody who enjoyed the complex- 
ity of the Wing Commander or X-Wing 
games should enjoy this. The idea is 
very sharp, and the game delivered a 
whole lot more than | expected. If you 
want a game that you will play inces- 
santly for some time to come, this is 
entertainment at its finest. -Ted 


Interface «¢ Playability ¢ Graphics * Sound «¢ Replay Value 
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Initially, | had some real problems 
with the control in this game. Further 
investigation proved that the prob- 
lems stemmed directly from a faulty 
joystick. Once corrected, | hada 
great time. One thing that Subwar 
2050 does very well is set thesmood 
for a military operation under the 
water. It’s sort of like a flight Simula- 
tor in a really heavy atmosphere. 
Most of the screen is completely 
black, which increases the tension of 
a given mission, since, even with 
your sonar on, you get the sense that 
just about anything could suddenly 
pop out of the darkness and be on 
you in a matter of a second or two. 
Control is surprisingly easy with the 
joystick (in spite of my early trou- 
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bles), and | found it pretty satisfying to 
drop my speed down to almost nothing 
and put my sonar on passive, allowing 
me to sidle right up to an enemy sub 
and waste him before he knew | was 
there (kind of like the reverse of my 
paranoia created by the dark water). 
The campaigns are well designed and 
complete. Everything about Subwar 
2050 impresses me down to the anima- 
tion of the “walker” that trots across the 
screen after you finish a mission. What 
'd really like to see now is MicroProse 
release a game with a very similar 
engine that uses today’s subs in current 
situations. Submarine simulations now 
have a new benchmark to shoot for. 
Subwar 2050 is about as good as a 
game gets. -Steve 
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The King is dead. His brother is 
returning from the crusades. The 
barons are vying for power. It is your 
job to challenge the rogue barons 
and bring the kingdom together. The 
others have made their stand. Now 
you must lead your troops to victory 
over mountains, swamps, deserts, 
and through forests. You have the 
potential . . . it’s up to you and you 
alone. 


SUPERB GRAPHICS 

UP TO 4 PLAYERS 

SIMPLE AND INTUITIVE INTERFACE 

GREAT COMPUTER OPPONENT 

30 DIFFERENT OPTIONS FOR EACH GAME (You 
control it all) 

UNLIMITED VARIETY OF LAND TO CONQUER 
MANY TERRAIN TYPES (Effecting Production and 
Combat) 

HALL OF FAME 


p. 


Quantum Quality Preductions, inc, 


The “Heirs to the Throne” computer 

game is for IBM PC. It can be obtained 

through your favorite retailer or call: 
1-908-788-2799 

or by writing to: | 

QQP—495 Highway 202 

Flemington, NJ 08822 


Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 


Quantum Quality Productions, Inc. 


Seek out the seven secrets of life 
.... Can you forge through the 
evil that lurks in the depths of the 
eerie dungeons, the ominous 
castle towers and the savage 
countryside? Play alone or with 
a partner. Simply, one fine 
adventure and role playing 
endeavor. 


“The Seven Secrets 
of Life”’ 


e MODEM PLAY 

@ 1 OR 2 PLAYERS WORKING TOGETHER 
OR IN HEAD TO HEAD COMPETITION 

e BREATHTAKING GRAPHICS 

e FASCINATING ECONOMIC SYSTEM 

@ LARGE VARIETY OF MONSTER TYPES 

e OVER 50 DUNGEON LEVELS 

@ AUTO-MAPPING FEATURE 


NOREM 


The “Red Crystal: Seven Secrets of 
Life’ is for the IBM PC. It can be 
obtained through your favorite 
retailer or ordered directly by 
calling: 
_ 908-788-2799 

1993°© Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


EXPLORE THE DEPTHS OF AN 
ALIEN COMPUTER! 


REACH THE CENTER OF A COMPUTER ARCHITECTURE 
BEFORE TIME RUNS OUT ON YOUR MISSION. 


Millions of years ago, while dinosaurs 
roamed the Earth and humans were 
non-existant, the Onoids conquered and 
ruled space. Then, they vanished, prob- 
ably succumbing to their own war-like 
ways. Now, as Mankind explores the 
spaceways, bits and pieces of Onoid 
technology have drifted in. The most 
infamous of these is the viral chip. When 
it was first decoded, it revealed itself to 
be a deadly computer virus, bent on tak- 
ing over the computer of a Confed ship 
filled with scientists. 

Only the brilliance of programmer Carl 
Bocheck, who programmed a simulation 
of the alien recall signal saved the ship. 
After isolating the virus, he was able to 
destroy it. The fearful power evidenced 
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energized when the power is down. 


Nanotank 
by Twin Dolphin Games 


Game Summary 
Control a small tank as it tries to 
rewire the circuitry of an alien com- 
puter. Avoid pitfalls and short circuits 
and make sure you are always con- 
nected to the juice. 


Overall 
Rating: 


Requirements: 


835% 


386 or better, 4MB RAM. 
Windows, SVGA 


Hard Drive Space: 


No. of Players: One player 
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[Game Options — 


Use the capacitors to keep the Nanotank 


After co 
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Turning on the power to the center will light 


the deadly short circuit. 


by this piece of the virus is a shadow of 
what could happen should the virus 
resurface. 

Guess what? 

The virus is back, and it’s in the com- 
puters of the Onoid ship you are study- 
ing. You’ve managed to contain it by 
creating a lock around your ship’s cen- 
tral processor, but it will eventually break 
free. The only way to stop it is with the 
Nanotank, a microscopic research tool 
capable of travelling the circuitry of the 
Onoid vessel. Only by passing through 
multiple levels of the Onoid computer 
can the Nanotank reach the center 
where it can combat the entire virus. 

Controlling the Nanotank is simple. 
Just click on the circuitry junction you’d 
like to travel to and the tank goes. By 
manipulating the various switches, 
capacitors and components of the Onoid 
ship, the Nanotank can power up the 
exit point of each level and makes its 
way through. Of course, some of the 
puzzles are diabolical, and the shorting 
components and trace bugs will make 
your life a little more interesting. The fate 
of the world is counting on you. 
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Nanetank has reached the main power coupler. Power 
| up in the Onaid central ream. 
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will be rewarded with an animation. 


While | am not an aficionado of puz-| 


Nanotank is a pretty little Windows, 


mpleting a number of levels, you 


zle games, | do have the aplomb to! 
recognize a good one when it comes) 
along. Nanotank is a solid brain-| 
twister, deceptively simple and. 


straightforward. Eve you need 
is alr quence. 
and hat you 
need ish the 
boarg ee you 
throu leaps of 


he pack-| 


age contains plenty of puzzles to 
keep your teeth gritted for many an’ 
hour, and the graphics are clean and 
effective. It’s refreshing to see a 
game that’s both simple and original, 
yet this compelling. | 


-Kevin 


applet. The puzzles are difficult until, 
you've got the hang of all the special. 
pieces; after that, most are pretty 
simple (if you belong to Mensa). 
Being th i 


is on ins and. 
ou’d be 
section of. 
the manual covering them, though. 
Sound is good, giving the game the. 
“feel” of electronic circuits connecting. 
and disconnecting. For a Windows. 
game, this gets a seven weasel. 


| salute. : -Ted 


Good puzzle games are sometimes. 
hard to find. Nanotank is a pretty 
good one. Since you, at least in theo- 
ry, race against the clock, there’s. 
pressure to move as quickly as pos-. 


decent. Nanotank is better than many 
just because it gets under your skin. 
and makes you stay in front of the 
computer for just “one more puzzle.” 
That’s the mark of a good game, and 
Nanotank hits it. -Steve 


With All the Games 


ONLY ONE HAS 


Knocking at Your Door... 


‘THE POWER TOz, 


Lock the doors, roll up the windows and hold onto middle of stampeding Brachiosaurs and Triceratops. 
your seat—Jurassic Park for the PC has arrived. Then strap on your “Night Vision” goggles and 
venture 3D-deep into the maze-filled corridors of the 
Visitor's Center, where you'll come eyeball-to- 
eyeball with both Raptors and Spitters. 


Ocean’s exclusive 3D texture-mapping process 
puts you in intimate contact with more than 
100 tons of REAL dinosaur meat—in two 

nerve-splitting perspectives. 


And if that’s not enough to make you sweat, 
remember...somewhere out there a 
famished T-Rex awaits—eager to show you 
a rip-roarin’ good time. 


Scope out the island and let razor- 
sharp overhead graphics drop you in the 


Ocean of America, Inc. 
1855 O’ Toole Ave. Suite D-102 TM & © 1992 Universal City Studios, Inc. & Amblin Entertainment 


San Jose, CA 95131 Inc. All rights reserved. Ocean Software Authorized User. 
(408) 954-0201 Ocean is a registered trademark of Ocean Software Limited. 


SHOOT TO KILL IN SIX 
DIFFERENT SCENARIOS. 


SMOKIN’ GUNS PROVIDES A WINDOWS SHOOTING 
GALLERY THAT OFTEN SHOOTS BACK. 


Sometimes, all you want to do is plug 
a few bad guys with your trusty silicon 
gun. That’s exactly what Smokin’ Guns 
gives you the chance to do. Play six dif- 
ferent scenarios, each designed to offer 
you a challenge as well as the visceral 
thrill that only comes from wasting one 
of the lowlifes in society. As in the real 
world, though, the lowlifes shoot back, 
and the innocent bystanders sometimes 
get caught in the crossfire. 

Gangsterland gives you the chance to 
shoot mobsters and other criminals on a 
city street. Be careful not to hit the 
policemen or the pedestrians, and keep 
an eye on the manhole cover. Neptune 
Six puts you in the middle of an alien 
invasion as your guys and the aliens run 


Sinokin’ Guns 


In Gangsterland, it’s you versus the mob in 
a battle to the death! 


Smokin’ Guns 
by Twin Dolphin Games 


Game Summary 
Polish your six-shooter and get 
‘ready for action. Take on targets and 
bad guys in a shooting gallery-type 
action game. Various settings and 
difficulty options are available. 


Overall 58% 


386 or better, 4MB RAM 
Windows, SVGA 


Sound Support: Sound Blaster 


Hard Drive Space: 
No. of Players: 


Requirements: 


One player 
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Smokin’ Gans 


eee 


"een 


Six different scenarios await your itching 
trigger finger. 


for cover. House on the Hill shows you 
just how frightening a haunted house 
can be, while Terminal Flight allows you 
to prevent a hijacking in progress. At the 
Silicon Gulch, take down Sixgun Stutch 
and his band of uglies. Finally, for the 
shooting gallery purist, the County Fair 
provides targets, bunnies, ducks and 
bottles to take aim at. 

In each scenario except the County 
Fair, you’ve got to take out the nasties 
before they shoot at you. If they shoot, 
your life meter drops. It also goes down 
if you accidentally hit an innocent 
bystander. Every three rounds, you'll get 
to a bonus stage will you can use to rack 
up some points and replenish the all- 
important life meter. 

In each scenario, you can configure 
the game to your level of skill. Manual, 
auto or no reloads, gun recoil, accuracy 
ratings and more will help you weed out 
the sharpshooters from the target- 
impaired. To increase the challenge, you 
can also select one of six different guns 
for each scenario, each with its own 
damage rating, clip size, reload rate and 
recoil power. 


Smokin’ Guns 


For the non-violence prone, this shooting 
gallery provides lots of targets. 


Interface * Playability * Graphics * Sound « Replay Value 


87 88 6s 70 41 


Okay, it was a cute idea. It might be 
possible to make a good shooting 
gallery game that would hold your 
interest more than five minutes, one 
that makes you want to play it again 
and again for fun and.amusement. 
This i$ not that ganie. Taketthis basic 
engine Back to the drawing board 
and add the following: "serious differ- 
ences between different Weapons, 
more targets (@Specially more mov- 
ing ON€S), and more animation. Tar- 
gets just dtsappear when hit; given 
the fact that you can do anything with 
graphics, couldn’t some animation 
have been done? All six boards 
become repetitive quicker than it 
takes to reload. It’s too easy and not 
fun. So why play? -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


of 92 88 87 32 


This game would be okay if there 
were some sort of light pistol you 
could hook up to your computer, but 
even then | would probably lose its 
interest after a short while. With a 
mouse, this game is just not that 
great. The graphie¢s are fine, the 
sound 1S good, the interface is quick 
and easy; the only failing of this 
game Is the idea behind it. Twin Dol- 
phin went 10 greatlengths to add 
some variety (different galleries, 
choice of*weapon, etc.), but there’s 
no reason to put out for the PC a 
game which a) has been done way 
too many times, and b) is better on 
other systems. It’s a nice try at meld- 
ing Nintendo or Sega to your PC, but 
it falls short. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


80 79 68 62 58 


Shooting gallery games are usually 
fun for awhile, but they soon pall. 
Such is the case here. A major prob- 
lem is the way you can configure the 
game. For instance, you can take a 
small clip weapon and_turn off recoil 
and the need to reload and still have 
a better than average lével of “diffi- 
culty.” If YOU dGethis with the basic 
shooting gallery, you can target the 
bell and hit,it about 500 times, for a 
score over a Quarter million. If you 
play by therulés, Smokin’ Guns still 
has problems. The insurmountable 
one is that it’s pretty dull. The sound 
effects, humorous at first, become 
painful after a few minutes. It does 
what it tries to do, but it doesn’t do 
anything for me. -Steve 


YOU'RE IN L.A. 
SHE'S IN CINCINNATI. 
AND WITHIN THE 
FIRST HOUR OF MEETING HER, 
SHE'S STRAFED YOU, 
YOU'VE SPLATTERED HER, SHES 
SMEARED YOU WITH BOOGERS 
AND YOU'VE KISSED HER 
PASSIONATELY. 


IT’S THE START OF A 
BEAUTIFUL RELATIONSHIP 


Believe it or not, the above scenario is now a reality with ImagiNation— 
the world’s first on-line multi-player games network. With your PC and modem, you can 
engage people in classic board and card games, an arcade-style action park (including the 
new INN 3-D Golf”), fantasy role-playing games, NTN Trivia, or an adults-only casino. Join now 
and we'll give you a membership kit and five hours absolutely free Gust pay $5.95 for shipping). 
After all, you haven't made a true friend until you've shot them first. 


IAGINATION! 


Call 1-800-625-5353, ext. 524 now and receive your first five hours free. 


© 1994 ImagiNation Network. ImagiNation is a trademark of the ImagiNation Network. 


A DARK DUNGEON THAT 
EXTENDS INTO FOREVER. . . 


STOCKED WITH FOUL CREATURES, POWERFUL MAGIC ITEMS 
AND COUNTLESS TRAPS, A TWISTED MAZE AWAITS You! 


Create an AD&D role-playing charac- 
ter; you can choose from six races and 
twelve character classes (including 
multi-classed options). Choose align- 
ment and determine ability scores. Then 
unleash them in a dark damp dungeon 
you've never seen before and are 
unlikely to see again, unless you play 
the game four billion times. 

Welcome to Dungeon Hack, the simu- 
lation of a dungeon crawl in which the 
dungeons will never be the same. The 
player selects a range of difficulty levels 
and the random dungeon generator 
does the rest. The computer will stock 
the dungeons with dozens of different 
types of monsters (from goblins and orcs 
to ogre slugs, scaladars and slither- 


OMEZATIGON £ 


Geme Enctronmnt 
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Hic Enemy Spells 
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Every dungeon is different; each is random- 
ized from the guidelines you give. 


Dungeon Hack 
by SSI 


Game Summary 
Random AD&D 2nd edition dun- 
geons to fight through, customized 
according to player-set guidelines. 
Lots of monsters, spells and items to 
kill, cast and use. 


Overall 
Rating: 


Requirements: 


88% 


386, 2 Meg RAM 
Hard Drive, Mouse 
Sound Blaster 

and compatible 


Hard Drive Space: 
No. of Players: 


Sound Support: 


One player 
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Goins dow 


A wraith attacks! Will you retreat, take the 
time for a spell, or let your sword prevail? 


morphs), who guard rich treasures from 
magical blades to tomes to mystical 
floating ioun stones. Magical traps and 
pits await as well. 

Most features are alterable by the 
player. Tired of starvation? Change 
Food Consumption to low and Food 
Availability to high. Magical traps, pits 
and illusionary walls can be everywhere 
or nowhere. Select the difficulty and the 
frequency of your opposition, and toggle 
their spell use on or off. Even the depth 
of the dungeon itself can be varied from 
ten to twenty-five levels. 

Once the dungeon is created, wander 
through it in real time. Monsters appear 
in a first-person perspective while the 
dungeon echoes with digitized sounds. 
You'll move, fight and manipulate 
objects without leaving the main screen. 
An automapping feature keeps real-time 
track of the dungeon, showing objects 
and doors as they are, not as you left 
them. Be alerted to monsters to the side 
and behind you, using the small map. 
Check out your glories on the Monsters 
Vanquished screen, and try to make the 
Hall of Heroes before you perish. 


e Be ne dj mes 


Automapping eliminates being lost; maps 
are printable, including the legend. 


Interface * Playability * Graphics * Sound * Replay Value 
88 85 90. 91 96 


| had been waiting for this game for a 
long while; but DH lives up to even 
my overinflated expectations and 
exceeds them. The only plot is killing 
monsters (no pretense here). The 
graphics_are varied and_beautiful; the 
sounds are actually Chilling. You 
actually find secret doors by manipu- 
lating the. environmentéyourself. For 
replay value aloneg”RPG fans will 
want this game. Jts very different, 
depending not only on your own pref- 
erence choices (which are legion) but 
also on the class you play— a paladin 
will approach the battle differently 
than a mage. If you like unending 
dungeon crawling and the tactics of 
sword and sorcery, DH will stay on 
your hard drive forever. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


91 89 88 87 89 


| wasn’t prepared for this at all. | 
expected a fairly dull, rather 
mediocre game. What | got was 
about as far from dull and mediocre 
as Solis from the edge of the uni- 
verse. The.premise_is great: here’s 
your weapons, now go find some- 
thing to kill. Opponents are sheer mil- 
quetoast Tfor,the first couple of levels, 
but at level five they get nasty. 
Graphics are dark and léprous (which 
is good fof a dungeon game), and 
gore is kept to a minimum (since it 
would only detract from the game by 
slowing it down). The sound is stan- 
dard fare for dungeon games. My 
only beef was an unexplained slow- 
ing down on level five. Other than 
that, its a good romp. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


e462 s«CSS=Cti“‘aG 95 


While Dungeon Hack has an intro- 
duction with an actual plot, the game 
itself is pretty plotless. That is not 
necessarily a problem if the game 
itself has enough of a draw to game 
players. Dungeon Hack might. 
Frankly, 4tsS Straight through a dun- 
geon with one Character, and that’s it. 
The replayability is great thanks to 
the random dungeons. Really, 
though, there, are RPG’s that offer 
the same thing with a plot. The thing 
about Dungeon Hack’is that it starts 
to grow on you. | didn’t like it at first, 
but went back and sat down with it 
again. Several hours later, | decided 
that maybe it was better than my first 
impression. The attention to D&D 
detail won me over. -Steve 


MATURE LEVEL 


poks can be det 


Fawn the Sales Rep Quinn the Anchorwoman 


Kellie the Psychologist 


ive CD-ROM social adventure. 


ry 


It looked as if humanity had finally won 
the war against the machine. Over the 
smoking ruins of Los Angeles in the year 
2029, the Skynet Orbital Platform had 
finally been destroyed. Humanity was 
free to plan its own destiny again. 
Colonel John Connor, the leader of the 


Terminator: Rampage 
by Bethesda Softworks 


Game Summary 
Another human soldier goes to the 
past to save the future from the 
machines. First person scrolling 
shooter with variety of big guns and 
nasty metal enemies like the T-800. 


Overall 5 3% 


e 
Rating: 
Requirements: 386/25, VGA 
4 Meg RAM 


Aria, Ensonig, Roland 
Sound Blaster 
Controller: Keyboard, Joystick, Mouse 


Available for: PC and compatibles 
Designed by: Bethesda Softworks 
Distributed by: Bethesda Softworks 


Retail Price: $69.95 
Hard Drive Space: 18 Meg 
No. of Players: One player 


Sound Support: 


6 COMPUTER GAME REVIEW 


The complex if filled with robots with no 
other purpose than armed defense. 


human resistance, gathered a few tech- 
nicians together to study the Time Dis- 
tortion Device that had been discovered 
in Gamma Quadrant. All danger had 
passed-— they believed. 

Suddenly, the world changed outside 
the null-time zone of the TDD. All the 
human resistance fighter disappeared: 
Skynet ground installations began to 
reappear. Checking the TDD, Connor 
realized that something had gone horri- 
bly wrong. In its last conscious seconds, 
Skynet had performed a main core 
memory dump containing all data perti- 
nent to its plan for the destruction of all 
organic life. It then placed this Al core 
within a specially modified T-800 model 
Terminator and sent it back through time 


FUMANITY: 
SOON TO BE 
ON THE 
ENDANGERED 
SPECIES LIST. 


UNLESS YOU STOP 
SKYNET’S FINAL THREAT! 


Luckily, weaponry can be found here, from 
the lowly Berreta to a grenade launcher. 


to 1984. 

Years before any human resistance 
could begin, the T-800 crashlanded in 
the United States and made its way to 
Cyberdyne Industries, the company orig- 
inally responsible (albeit accidentally) for 
the creation of Skynet). Cyberdyne, in its 
position as a major U.S. defense sys- 
tems contractor, had a vast fortified cen- 
tral command center deep in the 
Cheyenne mountains. 

The T-800 unit, code-named the Meta- 
Node, infiltrated Cyberdyne easily. It 
dumped the entire knowledge of the plan 
into the prototype Skynet mainframe. 
Thus, the battle was over before it 
began. Skynet was able to stop the 
human resistance before it could even 
begin. Thus the battle was futile. 

Unless Connor’s last minute plan 
could succeed. He sent back a lone 


The Meta-Node has already begun replicat- 
ing the dreaded Terminators. 


The Cyberdyne office complex is huge and 
deep-— and every step is enemy ground. 


human fighter to 1984, a warrior without 
allies or much hope. The mission: stop 
the Meta-Node from giving Skynet fore- 
knowledge. You can’t come back-— 
you're unlikely to make it out alive. 

The only stroke of luck came when the 
technicians discovered old plans for a 
prototype form of the ACE armored 
exoskeleton that would be extant at 
Cyberdyne at this time. Surely you could 
reach it before the Meta-Node became 
aware of you. Also, scientists have 
determined that you might be able to 
build a functional plasma rifle from parts 
salvaged from the complex. 


V=TEC PHASED PLASMA CANNON 


Your on chance: synthesizing a crude plas- 
ma rifle from 20th century parts. 


So into a deep, vast unknown complex 
you tread, outnumbered and outgunned. 
You'll need to find the eight different 
types of weapons, and use them against 
your legions of enemies from seekers to 
full T-800s. You cannot escape; you 
must engage and kill the Meta-Node. 
The future of humanity depends upon 
your success at this full screen 3-D, 360 
degree rotational battle engine. 


Fight well, for if this happens to you, the 
age of humanity will be over. 


Interface ¢ Playability ¢ Graphics ¢ Sound « Replay Value 


70 88 


Bad temporal theory is the least of 
the problems of this game. Oh, okay, 
it's the same theory that the Termina- 
tor movies used, so that’s true to 
genre. Unfortunately, T:R is true to a 
rapidly forming vapid genre as well. 
This is Castle Terminatorstein. Moéve; 
scroll, shoot. Run down this hallway: 
Move, scroll, shoot. Oh look, fS a 
new weapon that will let me shOOt 
more opponents in the same old Way. 
You can’t even aim. | understand fat 
there are people to whom fs 
appeals, however. Everybody else, 
go on to the next review. Now, you 
guys who like this engine: the graph- 
ics are sharp and pretty, but unfortu- 
nately cause quite a bit of slowdown, 
even on a top-line 486. There’s lots 


89 72 


of eye-candy, like lighting changes due 
to your muzzle flash, so the slowdown 
bill has to be paid (you can turn these 
features off). There’s several enemies, 
with different armor levels, weapons 
and A.|l. You are given a small HUD 
map, which only highlights the exces- 
siv@ Ghaos of the levels. The plasma 
riflé Guest is a thematic tie to give the 
game some resonance beyond hunt- 
anG@-Kill, but it’s a reasonably thin reso- 
nance, Don’t look here for sweeping 
storylfes or logic; guns and ammo lie 
about for you to pick up. Oh, | like a 
good mindless romp at times as much 
as the next guy, but | want an engine 
with a little more choice. Fighting deadly 
opponents bent on humanity’s destruc- 
tion should be more exciting. -Kevin 


Interface ¢ Playability ¢ Graphics ¢ Sound « Replay Value 


88 89 


_ To paraphrase a popular song: “What 


the world needs now is another 
Wolfenstein clone, like | need a hole 
in my head.” Okay, the graphics are 
sharper and less cartoony than 
Wolf3D, but the game runs much 


_ slower because of it and isn’tenearly 
~ as much fun (blowing away Silicon 


Nazis is a whole lot more satiStying 
than shooting futuristic robots). All 
the promise that Terminator 2029 
showed is gone, replaced by an Over- 
done (and better done) first-person 
perspective shoot-em-up. Giving 
credit where it’s due, however, | 
thought the graphics were pretty, as 
well as customizable. The interface is 
easy (exactly like Wolf3D), and the 
music is good (though not great). 


91 75 


Sound is standard, though good even at 
that. | liked that you get a little warning 
sound whenever you’re acquired as a 
target, and the sound is different for 
each type of enemy (so you know what 
kind of ammo expenditure you'll have). 
Phe layout of the building will drive engi- 
neers and architects to distraction. In 
spite¢of all of the above, the game is 
pretty engaging (no pun intended). | 
spent more than a few hours simply 
walking around wasting things. A lot of 
people will like this game, but diehard 
fans of Terminator 2029 will probably 
dislike it, since it’s about as far removed 
from that game as the iguana is from 
the T. Rex. If you want an okay shooter 
and you can’t lay your hands on 
Wolf3D, this may be for you. -Ted 


Interface ¢ Playability * Graphics ¢ Sound «¢ Replay Value 


91 84 
The Terminator: Rampage is a lot 
like what Castle Wolfenstein 3D 
would look like if it was slower, had 
better graphics, different weapons 
and machines to kill instead of Nazis. 
It plays a lot like that, too. I’m a little 
disappointed with the control; | 
enjoyed playing T2029, and | thought 
the control scheme left nothing topbe 
desired. Since you really domt nave 
to aim anymore, all you do is Wander 
around and plug things, hoping to get 
them before they get you. Falso 
missed the mission-based feel that 
T2029 had, since that made a little 
more sense to me as far as the over- 
all structure of the game is con- 
cerned. That aside, there are a lot of 
nice things to be found in this game. 


80 45 


For instance, while the offices are a little 
spartan, | liked the fact that computer 
terminals, desks, chairs, couches and 
even bathrooms were included. Howev- 
er, | question the layout of the complex. 
No one, not even a psychotic company 
like Cyberdyne would set up an office 
building with so many meandering corri- 
dors. Also, what’s with the Japanese 
motif and the paper walls? And if they 
are rice paper walls, how come you 
cant shoot through them? These points 
are nitpicky, admittedly, because the 
only real flaw with the game is that it is 
slow, even on a 486. Of course, a lot is 
being done with the graphics, which 
explains this. This is one of the better 
action games of the year, but fans of 
T2029 may be a bit put out. -Steve 
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THE HAND OF FATE IS A TRADEMARK OF WESTWOOD STUDIOS, INC. © 1993 WESTWOOD STUDIOS, INC. VIRGIN IS A REGISTERED TRADEMARK OF VIRGIN ENTERPRISES, LTD. ALL RIGHTS RESERVED. 


FABLES & FIENDS 


KISS CONVENTIONAL 
LOGIC GOODBYE 


Na. you see it. Now you don’t. The land of Kyrandia is disappearing piece by piece 


and all the evidence points toward one perilous con- 


WW 
clusion: a curse. Y Thus begins The Hand of Fate, 


second in the Fables & Friends” series, where you are 
the offbeat, young mystic who must voyage to the center of the world to break 
the spell. Out of syne and out on foot, your aberrant journey reveals nothing 
is What it 


seems. Everything is what it 


isi t. Hare 


you can count your friends on 


We 
one hand. }.. Literally. Y Conspiring to push 


Ty 


the twisted edge of cinemagraphic entertainment, Westwood Studios has 
designed more puzzles and gameplay in the first few chapters of 


The Hand of Fate then im.all of 


We 
ev The most 


The Legend of Kyrandia. 


advanced graphics 


on the market are first pencil tested, then painted " : 


— — wv 
on-screen to surrealistic perfection. v; Breakthrough 


Trulight technology illuminates each scene more cinemat- 


' s ;, : we 
ically for a fuller, fourth dimensional picture. v The new 


Shadow Sunlight 
State of Mind System, along with superior intuitive interfacing, enables you and 


over 50 characters to change your mind, mood and 


, we 
mayhem based on preceding events. v Don’t just 


play with your mind. Change the way your mind plays. 


Grasp The Hand of Fate and kiss conventional logic goodbye. 


THE HAND OF HATE 


westwood 


DISTRIBUTED 
EXCLUSIVELY BY 


Yip 


"CGR Reviews | 
A BALDING INCUBUS IN 


POLYESTER STRIKES OUT. 


THE SAD RELIC OF A FORMER AGE (THE SEVENTIES) MEETS 
THE WOMEN OF TODAY— AND FAILS TO IMPRESS THEM. 


Larry Laffer, the epitome of the mid-life 
Crisis, is in trouble again. Following a 
disastrously bewildered appearance on 
the popular game show Stallions (where 
two manly men recount tales of their 
dates with three babes), he’s awarded a 
two-week stay at the fabulous La Costa 
Lotta resort, effective immediately. 

Ever-prepared for amorous adven- 
tures, Larry dons his trusty leisure suit 
and sets out to explore. He’s trapped 
here in a world filled with mud baths, 
aerobics classes, health food bars and 
weight rooms— but he’s trapped here 
with nine of the most breathtakingly 
beautiful women that silicon has to offer. 
He'll find them everywhere, from the 
weight room thigh machines to frenetic 


Leisure Suit Larru 6” 


Ham 
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Larry attempts to.chat up the sundrenched 
beauties, with great lack of success. 


Leisure Suit Larry 6 
by Sierra On-Line 


Game Summary 
Follow the aging balding perpetual 
lounge lizard around a resort as he 
tries and fails to chat up beautiful 
women. A graphic walkaround 
adventure with humor and babes. 


Overall 8 5% 


Rating: 
640k, VGA 


Requirements: 

Hard Drive, Mouse 
Sound Blaster 
and compatibles 
Controller: Mouse, Keyboard 

Distri - 
Retail Price: $69.95 
Hard Drive Space: 10 Meg 
One player 


Sound Support: 


No. of Players: 
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Meet fabulous babes; talk to them and 
determine their innermost desires. 


aerobics classes, from the front desk to 
relaxing au natural in the mud baths. 
And each of these ladies wants some- 
thing from Larry; but they’re willing to 
pay quite a reward. Can he keep his dis- 
integrating wits about him long enough 
to escape this plush prison, or should he 
just relax and try to impress and win 
over the best babes he’s ever seen in 
his life? 

Leisure Suit Larry 6 is the latest in the 
stream of male mid-life crisis games 
from the prolific and prurient mind of Al 
Lowe. You'll take control of Larry as he 
wanders around the poshest resort he’s 
ever seen, trying and failing with the 
poshest babes he’s ever likely to see. 
Each of these ladies has a secret desire, 
and Larry (and you) will try to satisfy 
them. Succeed with all the run-of-the- 
mill babes, and face the ultimate chal- 
lenge: a rich, bountiful, beautiful babe 
who wants Larry for something he’s 
never tried doing before, something he’s 
not sure is physically possible, some- 
thing so different and decadent that 
even Larry’s soul cries out at the moral 
disgrace; meaningful conversation. 


SANE Stayt eanctnanes as asset et een see 


Hang out in the weight room- not that Larry 
would lift anything but his eyebrows. 


Interface * Playability « Graphics * Sound * Replay Value 
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This game pleasantly surprised me. | 
was expecting crude sophomoric 
humor, that brand of ‘great babe’ 
conversation prevalent in junior high 
school locker rooms. Well, that’s 
what LSL6is: but it pulls_off a class- 
less topic in SUGh a smooth way that | 
was impressed in spite of myself. I’ve 
really Come to dislike graphic walka- 
round interfaces, ‘but this has a very 
clean feel, (managing tO never be 
awkward. | did indeed laugh out loud 
on a few occasions; the-cartoony feel 
and the painfully earnest way that 
Larry skulks around covers for the 
innate crassness. Fans of previous 
Larry games will not be disappointed; 
others will appreciate some difficult 
puzzles and good laughs. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
92 93 91 86 46 


Upon receiving this game, | was 
more than a little hesitant about boot- 
ing it up, primarily because I’ve 
played all the King’s Quests (except 
number six) and all the Space 
Quests. Asa result, |.have come to 
loathesthe Engine Sierra has stead- 
fastly refused to update over the 
years. This’game ,/nowever, is differ- 
ent. The engine ‘has been updated 
(finally) and there are multiple per- 
spectives on the title Character that 
really helfp’round out the new inter- 
face. The humor is definitive Al Lowe. 
Graphics are very nice, as are the 
sounds; the music is a bit annoying, 
though. Game play is easy to get 
into, and the puzzles are challenging. 
Applause for Sierra, please. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
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Juvenile humor doesn’t generally go 
over big with me, but | have a soft 
spot for the twisted sense of humor 
of Mr. Lowe. And Larry is genuinely 
twisted, with all sorts of funny double 
entendrés floating around, some car- 
toonish nudity (a little), an Occasional 
offensive word and more. Don’t let 
your kids play this ong; its definitely 
for the 18 (at least) and Over crowd. 
This, hOWever, do6SA’t mean that you 
shouldnt play it. Sure, its offensive, 
its tacky, f/S in bad taste. So what? 
LSL6 is so good-naturedly sopho- 
moric that | find it hard not to enjoy. 
This is not one of the greatest games 
ever made, but hey, it made me 
laugh and kept me entertained. Who 
wants more from a game? -Steve 


‘THIS SHOULD 
PENA FEW EYE 


Gia never looked so good. Introducing the new COD-i titles from the Games Division of Philips 
Media, many featuring MPEG 30 frames per second Digital Video. Youve got to see them, hear 
them and play them to believe them. Try them out and youll see why our beauty isnt just screen deep. 


VOYEUR KETHER | CAESARS WORLD OF BOXING* 
AVAILABLE NOW JANUARY 1994 JANUARY 1994 


| 
THE 7TH GUESTIN* Se = MAD 006 McER | SPACE ACE* 
FEBRUARY 1994 FEBRUARY 1994 MARCH 1994 


ie Ta Ofer: these great CD-i os or for more information bout the hot, new games coming to CD-i, visit your local CD-i retailer or call !=800#824=2567 
* Digital Video Cartridge Required. 


MAD DOS MeCREEM IS A TRADEMARK DF AMERICAN LASER AMES. = SPACE ACE © 1993 OUN BLUTH : 
Dp be i [ip *,, THE 7TH GUEST: © 1992 VIRGIN GAMES, INC. ALL RIGHTS RESERVED. | c=CL- i 


YOUR PARTNER’S DEAD. WHAT 


ARE YOU GONNA DO ABOUT IT? 


FIND OUT FAST, OR YOU COULD BE THE NEXT VICTIM OF 


A BRUTAL SERIAL KILLER. 


Someone’s on a killing spree, and it’s 
up to you to solve a string of seemingly 
random murders. You must hunt down 
the killer before he strikes again, follow- 
ing strict procedures for law enforce- 
ment. Play it by the book and you may 
stay alive. Make a mistake, and it could 
mean your life. 

Daryl F. Gates, the retired police chief 
for the city of Los Angeles, and Tammy 
Dargan, producer of television’s Ameri- 
ca’s Most Wanted, collaborated on this 
latest addition to Sierra’s popular Police 
Quest series. Police Quest 4: Open Sea- 
son uses state-of-the-art digital photog- 
raphy to portray an intense and accurate 
depiction of life on the beat for a Los 
Angeles detective. 


Question the onlookers and gather the evi- 
dence to make a complete crime report. 


Police Quest 4: Open Season 
by Sierra 


Game Summary 
Track down a serial killer responsi- 
ble for the death of your ex-partner. 
Use the actual rules and regulations 
of the LAPD in your pursuit of evi- 
dence. 


Overall 
Rating: 
Requirements: 386, 4MB RAM, VGA, 
mouse, DOS 5.0 
SoundBlaster, AdLib, 
ProAudio Spectrum 


Sound Support: 


Controller: 
Available for: 


Retail Price: 
Hard Drive Space: 


No. of Players: One player 
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The victim is your ex-partner, maimed and 
disfigured almost past recognition. 


The first body was found in an alley at 
three in the morning, the torso naked 
and mutilated. Another murder in the 
City of Angels, but this one means more 
to you. The victim is your ex-partner. 
Offering a story pulled from today’s 
headlines, Open Season pulls no punch- 
es in its portrayal of modern police work. 
Real-life procedures must be used in the 
pursuit of evidence, and all dimensions 
of this simulation are brought to life with 
uncensored intensity. You must not only 
gather oral and physical evidence, you 
must also notate it and file it according 
to the mandates of the L.A. County 
Police Department. Visit and revisit 
crime scenes, make trips to the city 
morgue, discuss the death of your ex- 
partner with his wife; the evidence you 
need is there, but you must be the one 
to make sense Of it. 

Included in the game is an abridged 
version of the manual for the Los Ange- 
les County PD. This book lays down the 
rules and regulations you must follow in 
your pursuit of law enforcement excel- 
lence. Step outside its boundaries at 
your own risk. 


Your home away from home, the office is 
where you can follow up some leads. 


Interface * Playability * Graphics * Sound »* Replay Value 


85 75 92 «6&5 47 


PQ4 has some good animation and a 
near-fanatical attention to detail. It is 
this detail that both lifts up and crip- 
ples this game. If you are of the 
breed that doesn’t mind not being 
able to. leave a scene.without having 
gleaned all the information and clues 
from it, youll appreciate the police 
procedure you re being forced to fol- 
low. For policeophiles, this is an 
excellent Game. You afeé @ cop, and 
have to do things strietly by the book. 
Unfortunately, this rigid attention to 
detail threatens to strangle the game. 
In addition, the “emotional” scenes 
ring a little hollow. | appreciate the 
attempt to bring police procedural 
drama to silicon, but there’s too little 
else here to drag me in. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
83 83 89 89 40 


If you have any inclination to become 
a police officer, this game should 


cure you of that. It’s incredibly 


detailed, with excellent graphics and 
sound, but its pace is slow and plod- 


- ding..On the other hand, so is real 


police work. If you like painstaking 
research, and dont mind faving to 


hunt for vigdal Clues against a some- 


what dark and grainy Background 


(separating the niéalfrom the chaff, 


So to speak), this game is probably 
for you.’ For those of you who prefer 
some action in their games, avoid 
this one—there doesn’t seem to be 
any. As a concept, this game rates 
highly; as an actual piece of soft- 
ware, | can’t say | really think too 
much of it. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
93 84 92. «81 26 


Admittedly, | have some personal 
reservations about a project that has 
Daryl Gates’ name attached to it. 
However, | went into PQ4 with hopes 
that it would live up to the other 
games. in the series. True, the anima- 
tion and graphics are excellent. The 
music is pretty good. Thé siory is rel- 
atively compelling @ven if it’s been 
done on 4ust about every Cop show 
that ever existed. | Simply have no 
desire 40 really know this much about 
police work. | can’t faulfthe software 
for this, since | really can’t think of a 
way to improve on it dramatically. 
Anyone interested in joining a police 
force will find this game a pseudo- 
tutorial. Others, like myself, will get 
frustrated quickly. -Steve 
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THE WAR AGAINST THE KILRATHI RAGES ON. ° 


To SOME, IT MEANS DEATH, SLAVERY OR DISHONOR... 
"To OTHERS, IT'S THE CHANCE TO MAKE A QUICK BUCK. 
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: PRIVATEER - WHERE DEALS ARE MADE WITH A HANDSHAKE 


AND BROKEN BY A VOLLEY FROM*A MESON CANNON. 
Pac tae * 
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Privateer is a trademark of ORIGIN Systems, Inc. Wing Commander, Origin, and We create worlds are registered trademarks of ORIGIN Systems, Inc. 
Copyright © 1993 ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. For IBM PC and 100% compatible systems. 


WORD PUZZLES THAT INTER- 
LINK (NINE LETTERS). 


FOUR WORDS THAT MEAN A SOFTWARE COLLECTION OF 
LINGUISTIC CONUNDRUMS FOR WINDOWS. 


Crossword puzzle fans unite! Discover 
a software package of these mind-bend- 
ing mental and linguistic workouts—750 
puzzles await in Dynamix’s Take a 
Break! Crosswords, Volumes 1 & 2. 

Try your hand at hundreds of puzzles 
taken from the pages of Dell Magazine. 
You can sort them all by level of difficulty 
(Easy, Medium or Hard) and by size (13 
by 13, 15 by 15, 17 by 17 or 19 by 19). 
Each puzzle is listed by author as well. 
For an added cerebral challenge, over 
twenty specialty puzzles are included, 
from a Christmas theme to a Star Trek 
concentration, to the ever-popular 
Punanagrams. 

Once you've selected your puzzle, you 
can change your playing experience by 
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Many options can customize game play, 
such as auto-checking and hints. 


Take a Break! Crosswords 
by Dynamix 


Game Summary 
Solve lots of crosswords puzzles in 
Windows. Choose from different 
authors, sizes, types and difficulty. 
Different options allow timing, hints 
and autochecking of answers. 


Overall 79% 


2 Meg RAM, VGA 
Windows 3.X, Hard Drive 


Sound Support: MM Windows 


Controller: Mouse, Keyboard 


Requirements: 


Available for: PC and compatibles 
Designed by: Dynamix 
Distributed by: Sierra On-Line 


Retail Price: $34.95 
Hard Drive Space: 2.5 Meg 
No. of Players: One player 
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Volume 1 Featuring 375 Dell Puzzies E 
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Difficulty of Puzzie Size of Puzzle 
A |D © Easy © 13x13 © 17x17 
| ® Medium @ ea ‘s 

p O Hard (15x15 19x19 
| 

rtiO 


24, Medium Dell puzzle by Russ Carley (Bible) 
25. Medium Dell puzzie by Russ Caricy (Bible) 
26. Medium Dell puzzle by Ed Remliing 

27. Medium Dell puzzle by Ed Remling 

28. Medium Dell puzzle by Peter Snow 

29. Medium Dell puzzle by Anonymous 

30. Medium Dell puzzle by Frederick Healy 
31. Medium Dell puzzle by Ed Remling 

32. Medium Dell puzzie by Anonymous 

33, Medium Dell puzzie Ano ous 
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Select from 750 puzzles of varying difficulty, 
size and authorship. 


altering your options. Choose your level 
of proficiency: Apprentice, Puzzler or 
Fanatic. Care to be scored against a 
time limit? Perhaps you’d like a chal- 
lenge; turn the auto-check function off so 
your incorrect answers stay on the puz- 
zle to confound you later. Other options 
include highlighting intersecting clues 
and automatic advancement to the next 
word. 

Actual play is accompanied by an orig- 
inal music score with crazy sound 
effects and digitized speech. Animated 
graphics will enhance the look of the 
puzzle designs as well. It’s fully Win- 
dows compatible, so you'll have all its 
multitasking and icon support. The entire 
puzzle will be onscreen at all times; 
there’s no need to scroll or wonder 
where that clue’s answer goes. The Win- 
dows interface even allows the printing 
out of blank or partially finished puzzles 
for you to complete when you’re away 
from the computer. 

If you get stuck, try either the on-line 
hints (available with the touch of a key) 
or use the 65 page crosswords diction- 
ary included free inside. 
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You'll be scored at the end of every puzzle, 
based on time and wrong answers. 


Interface * Playability * Graphics * Sound * Replay Value 
87 89 76. = «676 73 


This is a solid crossword puzzle 
game, perfect for people who find 
some deep inner desire to use Win- 
dows to feed their crossword habit. 
The interface is simple and easy to 
master; the auto-check function 
(which*Stops you from entehing incor- 
rect answers) made me think | was a 
better player than | am.¢ihere’s plen- 
ty of Waration here; awe had a good 
mindbending time*trying to solve a 
Punanagram one evening as a team. 
You'll exhaust thepuzzleés"in some 
areas more quickly than you'll like; 
there are too many Easy puzzles 
which are, really, too easy. The Hard 
puzzles, though, will have you leak- 
ing grey matter in no time. Puzzle 
lovers should take a look. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


oI 92 88 86 25 


_ More punanagrams! Challenger level 
_ puzzles! Fewer easy and medium 


level puzzles! Sing it with me! All | 
want from the next one is all of the 


above. The hard puzzles were pretty 


good, but.’m_a diehard puzzier. Con- 
trol was/good, despite 4 spooky little 


bug that flipped you from one across 


to 55/down. Graphics/are ‘standard 


- farefor Windows apps. The only 


thing | yreally objected to was 
Dynamix’s obvious dow Opinion of the 
average intelligence of the computer 


_ gaming populace. There are way too 


many easy and medium level puz- 
zles, and more than a few truly idiotic 


Bible puzzles. I’d prefer to buy the 


Sunday New York Times; the chal- 
lenge is better. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


90 =69I 75 681 72 


| really like crossword puzzles, and | 
enjoyed the first set of these from 
Dynamix. This new set includes the 
whole of the first collection as well as 
a ton of new ones. The additions of 
the specialty puzzles.was very nice, 
particularly theéyspunanagram, puzzles 
that kept us occupied en masse for 
about halfan hour perspuzzie. My 
only real complaint here is the pre- 
dominance of G@asy puzzles. There 
are only a few Nard puzzles at 17x17 
and 19xT9°while there is a veritable 
slew of easy and medium difficulty 
puzzles at these sizes. Make more 
hard puzzles and include some more 
specialty puzzles, and it'll give me 
enough challenge to sit in front of my 
PC until they’re all done. -Steve 
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An Electronic Arts? Company 


P.O. BOX 161750 AUSTIN, TX 78716 


PACIFIC 
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In Pacific Strike, you cruise into all major battles of the Pacific 
theatre — Pearl Harbor, The Coral Sea, Midway, Guadalcanal, the 
Solomon Islands, the Marianas, Leyte Gulf, lwo Jima and Okinawa. 
Now you can change the outcome of each battle and the entire 
war through your own successes and failures. Can you force an end 
to the war before the bomb is dropped on Hiroshima? 


& Fly the Wildcat, Corsair, Hellcat, Devastator, Dauntless, Avenger 
and Helldiver, enjoying the astounding realism of their fully 
instrumented cockpits. You'll do more than practice! 


© Hone your skills as you face relentless enemy pilots in Zeros, 
Kates, Vals, Bakas, Betties and more — so graphically detailed 
that you can even see enemy pilots and insignia. 


© Prove those skills in a stunning variety of missions — grueling 
dogfights over the Pacitic, dive-bombing runs against carriers 
and warships (including the Yamato!) and challenging rocket 
attacks on pillboxes, airfields and other ground installations. 


For a great game experience, we recommend 
an Intel486" DX2 or Pentium” processor—based system. 
For literature on Intel processors, call 1-800-756-8766 


©Copyright 1993, ORIGIN Systems, Inc. Pacific Strike is a trademark of ORIGIN Systems, Inc. Origin and We 
create worlds are registered trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of 
Electronic Arts. Intel, Intel486 and Pentium are trademarks of Intel Corporation. 


Available at a software retailer near you or call 1-800-245-4525 for MC/Visa/Discover orders. © Actual screens may vary. @ A Stand-Alone Game © Made in the USA 
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Sir, BISMARCK SPOTTED AT 


METERS ALTITUDE. 


Now YOU CAN ENCOUNTER STRANGE OBJECTS DOING 
ODD THINGS IN THE SKY, ALL ACCORDING TO PLAN. 


Flight Sim Toolkit is a builder’s set of 
tools for crafting a full world of flight sim- 
ulation. All objects in the world, their 
behavior and capacities, are created and 
assigned at the whim of the user. It’s 
possible to build a calm landscape for 
serious flight simulation, complete with 
NDB’s, VOR’s and an ILS. Military 
enthusiasts can create a blazing world 
with enemy jets and tanks. It’s also pos- 
sible to design a surreal setting where 
the Taj Mahal floats serenely at 500 
meters, launching flying cruise liners and 
the Bismarck to encounter the player. 

Using Windows to handle its construc- 
tion elements, FST is composed of five 
' distinct builders. The World editor allows 
a free hand with terrain, complete with 


Create your own with a CAD interface. 


Flight Sim Toolkit 
by Domark 


Game Summary 
Design, build and fly your own 
flight sims with nearly all attributes 
under your control. Use a huge 
library of objects to customize a 
flight, military or dadaist mission. 


Overall 
Rating: 


Requirements: 


89% 


386 or higher, 2 Meg RAM 
VGA, Windows 3.1, HDD 
Sound Blaster 
and compatibles 
Mouse, Joystick, Keyboard 
PC and compatibles 
Designed by: SIMIS Software 
Distributed by: Spectrum Holobyte 
Retail Price: $69.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


Controller: 
Available for: 


One player 
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You'll have complete control of your world: 
give the Taj Mahal AA batteries if you like. 


mountains, valleys and roads, plus a 
fractalization feature to add that touch of 
random nature. Here also you'll add 
objects and assign them properties, 
whether it’s navigational, cultural or mili- 
tary. Paths and behavior are controlled 
here, allowing independent movement 
and refuelling behavior. 

The shape editor comes into play 
when you wish to design an object not 
contained in the FST libraries. A CAD- 
like interface controls polygonal and lin- 
ear construction of complex shapes 
including color. 

A color editor will change the basic 
pallette used by the game. Artic settings 
and deep space are possibilities when 
the ground and sky can change colors. 

The cockpit editor sets up the real feel 
of a different plane. Dials and readouts 
can be moved around, created or 
removed at will. Decide exactly which 
information demands a display. 

Finally, the model editor is an aerody- 
namic workshop where basic flight char- 
tacteristics can be altered, from simple 
modifiers like prop or jet engines to the 
complexity of wing incidence. 
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Create your own airplanes from the wings 
up. Play with the aerodynamics and more. 


Interface * Playability * Graphics * Sound « Replay Value 


84 79 92 «66 92 


This is a must-buy for flight-sim 
freaks with a sense of humor. Also, if 
you're the type of person who enjoys 
designing but not programming, FST 
will appeal to you. There is very little 
that you_cannot do with.this package. 
The shape libraries included are 
hugé, whieh is good Since I’m 
nowhere near the artist necessary to 
createnew Ones. The need to hop in 
and out of Windows is adittle discon- 
certing, BUL Once Youve finished the 
design you won't needte do that. It’s 
harder to find something that FST 
can’t do than list its capabilities. 
Nearly every option in every flight sim 
is open for modification, from jet 
types to weapon damage. If you’re a 
builder, you deserve this. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


88 92 89 95 o7 


FST: this incredible Windows app is 
a must-have for any flight sim fan, 


and a valuable insight into the world 
_ Of flight sim creation for anyone inter- 


ested. | loaded this up and nearly wet 
my pants,.because | hada fully oper- 
able (though admittedly crude) world 


_ in which to tly inside of'tén minutes. 


The true»beauty of tis program is 


_ that a ereated world loads from DOS 


and is non-copyrightable, meaning 
you can upload your favorite cre- 
ations ‘tO any BBS” have this 
straight from the folks at Domark), 
and anyone who has FST can load 


_ them up and fly them. Imagine the 


challenge! Now if you’ll excuse me, 


_ for the next month or so I’ve got 
~. some worlds to design... -Ted 


Interface * Playability * Graphics * Sound » Replay Value 
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Were | a die-hard fan of flight simula- 
tors, FST would no doubt be the 
product that | had been dying for for 
the last several years. I’m not though, 
but this product is still above average 
in grooviness. The ability to create 
your Own World, fractalize to your lik- 
ing and then fly through it, encounter- 
ing Various military and Civilian tar- 
gets/is a wonderful idea, and FST 
carriés it off well. “The’serious users 
will nO doubt be more inclined to cre- 
ate actuaPmissions, whilé ffind it a 
lot more fun to fly Big Ben and 
search for the killer Eiffel Tower at 
6,000 feet. | don’t know how much 1'Il 
play with it, but | can imagine sitting 
down in front of it for half a day if the 
mood strikes me. -Steve 


THEY WERE DESPERATE, 
DARING AND DEADLY! 


The relentless gunfire of 

Japanese Zeros. Gravity- 

twisting dive-bomb 

attacks. Dropping 
torpedo “fish” on unsuspecting carriers. There’s no room for error 
when you're a naval aviator in 1942, The Pacific Air War, the ultimate 
simulation of air combat in the South Pacific. 


Taking on the same challenges that World War II fighter pilots faced, 
your tour of duty includes some of the most heroic battles ever fought. 
Battles that will have you chasing down Wildcats, Corsairs, and Zeros 
in death-defying dogfights. Performing high-speed dives upon heavily 
defended carriers. And pushing your skills to the limit as you master 
WW II air combat in an innovative virtual cockpit. 


The outcome of the war in the Pacific turns upon your actions. 
Your task force is depending on you. And the skies are yours to 
control in 1942, The Pacific Air War. 


CHALLENGE the enemy at the battles of Coral Sea, Midway, 
Eastern Solomons, Santa Cruz, and the Philippine Sea! 


COMMAND U.S. or Japanese forces! 


PILOT any of ten historically-accurate planes, each with its 
authentic cockpit and flight characteristics! 


SWEAT over the comprehensive strategy for all naval forces! 


EXPERIENCE the thrill of head-to-head dogfights with a 
friend via modem connection. 


© 1993 MicroProse. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles. 


It is vacation time . . . you can sit at 
home watching the grass grow or 
enter our world .. . LUCKY’S 
CASINO ADVENTURE. This could 
just be your lucky break. Everyone 
can ‘win’, but only the best can hold 
out for the full three weeks. Travel 
between the many casinos, have a 
bite to eat and rest in the hotels. 
Nothing has been left out in this state 
of the art experience of a lifetime. 


Games Included: 5 Different Pokers, 8 Different 
Slots (all completely different), Paigow, Bingo, 
Keno, Baccarat, 3 Different Video Pokers, Money 
Wheel, Blackjack, Casino, Craps, Red Dog, 
Roulette, Caribbean Stud (ALL REAL CASINO 
QUALITY) 

Supports All Major Sound Cards 

256 Spectacular Colors 

Tournament Play 

Scoring History 

640 x 400 VESA VBE 1.2 Compatible 

Three Week Adventures to experience 


Quantum Quality Productions, Inc. 7 


The ‘“‘Lucky’s Casino Adventure” 
computer game is for IBM PC. It can be 
obtained through your favorite retailer or 
Call: 

1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 


EXPLORE THE WORLD!! Your family 
. ourtemly “Masters of the World _ 


can rule the high seas, and crush 

the competition in this all out, global : 2 a mpm oS 

conquest game. Find the hidden - Historical and Random World N 

treasures in far off lands and (Billions) 

establish trade routes. Your Four Players a 

popularity is at stake as you involve Modem PI Loe 

yourself with the church and state. ; emPlay - 

The others in power say you can’t do Complete Scoring Hist . 

it.... Do you have the strength?? idl Artificial eens 
Delve into the political power 

struggle, entrench yourself in the 

ruling establishment ofthe church, => 

and trade in exotic commerce to e 

become the master of the world 

...... THE MERCHANT PRINCE.” 
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See your $50, RAISE YOU 
S50 MORE... 


BeT THE FARM (AND LOSE YOUR SHIRT) AT THE ELEGANT 


CASINOS OF QUANTUM CITY. 


; Sure, you can win 
’ |hundreds of silicon 
bucks playing video 
poker. No problem, 
for you, outguessing 
the odds at Keno or 
ne eet Roulette. After all, 
it’s just a computer gambling game, 
right? You start losing, you just reboot. 
It's not like you can use your winnings 
for anything anyway. 

Well, now you can. Sharpen your skills 
at all twenty-seven major (and some 
minor) casino games, including varia- 
tions; you’ll need them. At Lucky’s Casi- 
no, you can content yourself with playing 
single games for simple stakes. But the 
play doesn’t end there. 


Down on your luck? Crazy Mike will pay 
cash for your personal items. 


Lucky’s Casino 
by Q.Q.P. 


Game Summary 
It’s a casino simulation. Play 27 
different games (counting variations) 
in a realistic environment. Try single 
games, tournament play, or a three- 
week campaign game. 


Overall 
Rating: 


Requirements: 


VESA compatible graphics 


Sound Support: All major sound cards 


Controller: Keyboard, Mouse 


Available for: PC and compatibles 
Designed by: Destiny Software 
Distributed by: QQP 


Retail Price: $64.95 
Hard Drive Space: 
No. of Players: 


One player 
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RAR SERS 
Ate igal 


Pick a hand to bet on in Baccarat. Which is 
stronger: the Player’s, or the Dealer’s? 


Tournament play is also offered. 
Choose one of seven tournaments avail- 
able, and start play. You have $1000 
dollars as you begin the first game; the 
object is to work you way across the 
screen to the end. You’ll play a predeter- 
mined number of hands, pulls or throws 
before moving along to the next step in 
the tournament. At each step, you’ll 
choose from up to three games; final 
score is based on the cash left over at 
the end as well as the average bet. 

However, Lucky’s Casino also offers 
the ultimate challenge: the three-week 
adventure. You'll start in front of world- 
famous Hassle’s Castle with $2500 and 
three weeks of vacation time to fill. Not 
only must you keep your head above 
water financially, you'll also have to eat 
and sleep for those weeks. 

For the record, Lucky’s Casino Adven- 
ture contains the following games: five 
varieties of poker, Paigow, Bingo, Keno, 
Baccarat, Money Wheel, Blackjack, 
Casino, Craps, Red Dog, Roulette, 
Caribbean Stud, eight different slot 
machines and three video poker 
machines. 


Every casino in town offers different games 
with different table limits. 


Interface * Playability * Graphics * Sound * Replay Value 
89 91 85 80 98 


Wow. This game blew me away. 
There’s now a reason to pick up a 
gambling game for more than five 
minutes. The Al in this game is 
incredible; | grew to know the person- 
alities of the other bettors in the audi- 
ence.4 V6 Spent hours and hours and 
hours playing this game. The only 
problémeuuth it lies in its system 
requifements. Why the VESA 
requirement? We were unable to run 
LCA on Awe of our four Systems due 
to VESA*trouble. Sound’ was also a 
problem, as were a couple of bugs. 
However, they were minor flaws that 
could not distract the beauty of this 
gem. If you enjoy any of the gambling 
games that exist (and LCA has 
them), get this game. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


85 96 89 85 98 
This is a pretty powerful little piece of 


software for a gambling game. It’s a 


bit buggy though, and so | must take 


_ Off a few points. The bugs are more 


of an irritant than a fatal flaw, howev- 
er (even if_they do manage to crash 
the gamé@ from time |0 time). The fact 
that we Couldnt get it 16 accept any 
of our sound. bOard setups (or VESA 
setups) Was NOt a huge problem, but 
I'd like to s@@ @ little More polish on 
finished software. Howéver, since the 


_ variety of games in thiS*package is so 


varied (not to mention complete) my 
point score goes up. The addition of 
a three week “sink-or-swim” scenario 


is brilliant, because it becomes 


something more than your standard 


~ gambling game. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


88 92 86 90 91 


Sometimes, there are games that I’m 
a little nervous to boot up for the first 
time. Such was the case with LCA. 
I've played lots of casino games 
before, and they don’t thrill me. My 
fears were.unfounded.in this case; 
QQP Has done it again. Thesbig prob- 
lem with’ most gambling games is 
that the money doesn’t really mean 
anything Since you Can always just 
start over LCA avoids this problem 
with the Macations; which are a ton of 
fun. The best thing about this game 
is that it includes virtually everything 
I've ever seen in a casino including 
Paigow Poker (Paigow! Paigow!). My 
only problem is that you can’t deter- 
mine the amount of your bet/raise in 
the poker games. -Steve 


for Kombat on your 


Experience all the action of the arcade sensation! 


FREE 
Mortal Kombat’ Tattoos 
in every box. 


entertainment, inc. 
Distributed by UltraTech 


MIDWAY Mortal Kombat © 199? licensed from Midway Manufacturing Company. All rights reserved. Distributed under license from Acclaim Entertainment, Inc. by UltraTech (212) 941-1224. 
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HOw TO BUY THE POPE IN 
THREE EASY LESSONS. 


CORRUPT POLITICIANS, KICKBACKS FROM CARDINALS AND 
THE LURE OF EASY MONEY IN MEDIEVAL EUROPE. 


Money was com- 
ing in faster than | 
“2 could spend it. The 
new route | opened 
to Buda/Pest was 
bringing silver to 
compurer came rewew /\Venice in Showers 
of wealth. The delicate glass produced 
by that worthy city sold all too well in 
Buda/Pest. By next year I'll have enough 
money to build a road connecting them. 

| spent the next few hours checking 
my ledgers, counting the income from 
the Cardinals that | had bought—each 
one a wonderful investment, given the 
Florins they kicked back from the sale of 
indulgences. | was about to look at the 
politics in Venice herself (considering 


be bribed, swayed or outright bought. 


Merchant Prince 
by QQP 


Game Summary 
Sail around the medieval world 
while you make money, buy sena- 
tors and become Pope. It’s a gritty, 
vice-ridden realistic look at the mer- 
chants of 14th century Venice. 


Overall 95% 


1 Meg RAM , VGA 
Hard Drive, Mouse 
AdLib, Sound Blaster 
and compatibles 
Mouse, Keyboard 


Requirements: 


Sound Support: 


Controller: 


Starting in the rich city of Venice, you'll 
explore the world for profit and glory. 


buying another senator; the Asilane fam- 
ily was gaining prestige too quickly) 
when a messenger arrived from the 
docks. It seemed a fast galley of mine 
had made contact with a far southern 
city by the name of Soffalla. The inhabi- 
tants would part with their tremendous 
stores of gems, ivory and silver for a 
song. | needed to buy some more cogs 
and quickly, before the cursed Asilane 
clan caught wind of this discovery. 

Merchant Prince is a trading simulation 
set in the turbulent years from 1300 until 
1492. Venice ruled Europe as the main 
harbor for huge trading fleets. Corruption 
was rife; the Church sold its favors freely 
and the Pope used his powers for the 
highest bidder. Up to four players, 
human and computer, ply the waters 
trading eighteen different commodities 
and exploring historical Europe, Asia 
and Africa. Send cogs bearing relics to 
London or a camel caravan seeking 
spices from Samarkand. 

Several play options are featured, 
including random new worlds, variable 
intelligence computer players and play 
by mail and by e-mail options. 


Interface * Playability * Graphics * Sound * Replay Value 


oo. | 6DoflhldCGSti‘<‘aS;:Cst‘ SZ 


Merchant Prince is the kind of game 
that makes it difficult to leave your 
computer—ever. This is the new king 
of economic/trading games. Play is 
easy, trading is painless. In what 
other trading game.can you, with a 
single Click, find Out HOW much a 
given commodity is selling for in any 
city YOU Ve_ever been to? Bhis is the 
easiest and most fun'trading I’ve ever 
done. Novonly do you.get to buy Car- 
dinals, s@nators and even the Pope, 
you car explore the globe and still 
make money hand over fist. Random 
maps will keep you coming back to 
this time and time again. | could rant 
for pages about how good this game 
is, but that would keep me (and you) 
from playing it. Go to it. -Kevin 


_ {Interface * Playability * Graphics * Sound * Replay Value 


oe So... & 92 


MP is a beautifully-crafted game, with 
: : very good graphics, sound and 
_ music. The plotline is simple to 
grasp, and the interface is designed 
__ with speed and power in mind. There 


are currently only a few games on 


_ the market which manage to suc- 
cessfully combine an empire builder 
_ with a trading plot, and this,is one of 
_ the best I’ve seen. The only failing in 
this game comes from not being able 


_ to combine different elements into a 


_ single trading group (sueh as having 


a ship meet a caravan at a specified 


_ point along a coastline). One feature 


| really liked was the “random map” 
_ generator—it keeps all the city names 
_ the same, but they are never in the 
_ same place twice. 


-Ted 


Interface * Playability * Graphics * Sound * Replay Value 


88 92 81 85 o7 


Just when | thought it was safe to go 
home, QQP strikes again by present- 
ing me with a game that will keep me 
after hours for the next year. Mer- 
chant Prince is one of the finest 
examples.of an ecgnomic/trading 
game | ve ever seen. A feature | 
loved is that Kevin, Ted and | all 
played teal world games, but the 
economics was totally different in 
each. MP makes you think and think 
hard onevery turn. Strategy exists on 
multipletevels in this game and it can 
be played well (or poorly) in a num- 


Hard Drive Space: 
No. of Players: 


ber of ways. | don’t know how realis- 
tic the game is, and frankly | don’t 
care. l’d love to talk more, but I’ve 
just taken over the Papacy, and I’m 
close to becoming Doge... -Steve 


beste 


Ah, Venice. Home to each of the player’s 


irene families and site of plenty of vice. 
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THE FATE OF THE GALAXY 
RESTS IN YOUR SLED. 


In CYBERRACE, DRIVE FASTER OR MORE AGGRESSIVELY 
THAN THE COMPETITION TO BRING GLORY TO TERRA. 


Syd Mead’s design credits include 
Tron, 2010, Blade Runner and Star 
Trek: The Motion Picture. Cyberdreams, 
much as they did with Dark Seed and 
H.R. Giger, brought Mead onto the 
CyberRace project to add his knowledge 
and art skills to produce a top-of-the-line 
racing simulation. 

War has been outlawed across the 
galaxy thanks to the creation of an ulti- 
mate weapon that could destroy life as 
we know it. Now, disputes are decided 
on the track in the CyberRace. The best 
drivers race for the glory of their planet. 
While you, as Clay Shaw, are a good 
driver, racing for the Terran team has 
never been anything you wanted to do. 
The Terran government knows that and 


To keep you racing, the Terran government 
has kidnapped your girlfriend. 


CyberRace 
by Cyberdreams 


Game Summary 
Race for the glory of your planet 
around tracks set in various craggy 
areas of the galaxy. Mount weapons 
on your sled and blow up the opposi- 


‘Oven! 49% 


Overall 

Rating: 
Requirements: 396/20, 4MB RAM, VGA 
Sound Support: Sound Blaster, AdLib 


Controller: Keyboard, Joystick 
Available for: PC and compatibles 


Designed by: Cyberdreams 


Distributed by: Cyberdreams 
Retail Price: $69.95 


Hard Drive Space: 
No. of Players: 


One player 
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Use your weapons to take out other guys on 
the course. Watch out for teammates. 


it also knows that you’re their best hope 
for winning some races. To get you to 
race for them, they’ve kidnapped your 
girlfriend. The only way to get her back 
is to hit the track and come up a winner. 

Races are more than just a couple of 
laps. Since each sled can arm itself with 
a variety of weapons and armor, you 
have to choose the weapons you want 
wisely. The sled can only carry so much, 
so each decision you make is an impor- 
tant one. 

In the race, you have a HUD that will 
help you keep on track. When another 
driver has you targeted, you’ll be warned 
to get out of the way or suffer the conse- 
quences. Take too much damage, and 
you're out. 

After each race, you'll get some prize 
money that can be used to further 
improve your sled. Naturally, the better 
you finish, the more you’ll be able to 
add, so it behooves you to come in first. 
In each race, the government will give 
you an additional task that, if completed 
can earn you a little extra spending 
money. Bring glory to your planet and 
save your girlfriend, Clay. 


>%, 


Keep to the course as much as possible to 
get to the finish line as fast as you can. 


Interface * Playability * Graphics * Sound « Replay Value 


76 40 81 63 22 


Oh, my. I’m reeling with nausea, and 
I’m not sure if it’s motion sickness or 
my reaction to this game. CyberRace 
is one to stay away from, kids. 
Races, supposed to be the ultimate 
in speed and_strategy, end up techni- 
color smears Of pixelized \confusion. 
My trainer/pit manager Keeps giving 
me jovial advice, confident that | can 
figure OUt Whats going On. The pro- 
grammers’ should not have been so 
confident. The Quick reference sheet 
is an eight-page foldout. You buy 
weapons and defenses that make lit- 
tle or no discernable difference and 
zoom way too fast across terrain 
that’s way too similar. Sometimes, 
you blow up. My advice: get the Dra- 
mamine, not this game. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 


57 45 65 29 15 


In case you’ve been wanting a game 
that will make you wonder why you 
bought it, CyberRace is for you. The 
sheer lack of control will make you 
want to scream. If you like your 
graphics.to.look like burnt toast under 
a microscope)» CyberRace is built to 
please. And sound? |’'vé always 
loved Charlie Brown’s mother. The 
animated, noneinteractive Sequences 
will Have you primed for a massive 
dose of Pepto-Bismol™, Yes, this 
game is the game to watch collect 
dust on a vendor’s shelf near you! If 
you simply must have every piece of 
software ever written, buy this game. 
Otherwise, consign it to the pit of 
despair. Don’t even think (hack) of 
letting it out. -Ted 


Interface « Playability * Graphics * Sound * Replay Value 


67 41 58 46 60 


The following list is what’s right with 
CyberRace: Cyberdreams got Syd 
Mead to put his name on the project. 
The next list is what’s wrong with 
CyberRace: It’s way overpriced, it’s 
nearly impossible to. control, the 
graphies are so fuzzy they hurt your 
eyes vit takes Up a lot Of space on the 
hard drive, the voice are indistin- 
guishable from white noise and are 
badly overacted, and’when you sell a 
weapon back to the shop you don’t 
get any money.A lot of this"could be 
overlooked if CyberRace had any 
amount of control whatsoever, but it 
doesn’t. There is no reason to play 
this game, and the plastic model of 
the sled isn’t worth the price of 
admission. Avoid religiously. -Steve 


IBM 256-COLOR SVGA DISPLAYS. 


GREAT NAVAL BATTLES VOL. Il 


This one 


will blow 
you away! 


Get ready for the second volume in SSI’s 
hugely successful ADVANCED SIMULATOR SERIES! | 
Great NAVAL BATTLES VOLUME II: GUADALCANAL * 
sends you to the South Pacific for the monumental 
conflict that rocked these remote islands. Five tactical 
battles, three carrier battles, and one full campaign 
provide limitless hours of cutting-edge World War II naval 
combat simulation. All in crisply detailed Super-VGA! : 
Build your forces from100 ship types and 20 plane types” 
as you engage enemy forces on land, at sea, and in the air. 
Sophisticated command and control features let the computer 
handle the details while you make 
the big decisions. Or, micro-manage 
every detail — right down to the 
targeting of individual guns! 


Great NAVAL BATTLES VOL. Il: 
GUADALCANAL 


THE PREMIUM 
Navat COMBAT 
SIMULATOR. 


IBM & 


COMPATIBLES 


Available on $ 
3.5” disks 
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MY GEAR RATIO IS BETTER 
THAN YOUR GEAR RATIO! 


RACE YOUR OWN INDYCAR DESIGN, CUSTOMIZABLE 
DOWN TO THE WHEEL STAGGER. 


| Ever feel the urge 
_|to go head to head 
“ ‘against the tough 
competitors in the 
world’s most gruel- 
ing sport? How 
about exploring the 
differences higher and lower gear ratios 
and shock stiffness can make at differ- 
ent track layouts? You can do all this 
and more with Papyrus’ IndyCar Racing. 
Be forewarned: this is not a simple 
pop-and-go game. Your car will start out 
about fifteen miles an hour slower than 
any other car on the track. You must put 
her in the garage pre-race, and adjust 
your gear ratios to maximize perfor- 
mance. Do you want a car with a lot of 


Ouch! Crash effects are reasonably realistic: 
note the tire in mid-air. 


IndyCar Racing 
by Papyrus 


Game Summary 
Modify your IndyCar to a winning 
configuration based on the track you 
choose. Race on a single-race or 
seasonal basis. Relive the gory glory 
of your favorite accidents. 


Overall 90% 


386DX-25, 4MB RAM, 
DOS 3.3, VGA 
SoundBlaster, AdLib, 
Roland 

Controller: Joystick , driving whl/pdl 


Distributed by: Virgin Games 
Retail Price: $69.95 
Hard Drive Space: 
No. of Players: 


Requirements: 


Sound Support: 


One player 
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Avoid the less-skilled drivers that litter the 
track. 


low-end power so you can leap to the 
lead, or would you rather make your car 
a high-end speed monster? The proper 
gearing can give your car either, or both. 
Is your car sliding all over the track? 
You may want to change the tire com- 
pound. Can’t seem to control your car at 
low speeds? Your stagger may be set 
too high. This game allows you to toy 
around with the most essential parts of 
the car, so that you will finally under- 
stand just what the heck those TV racing 
announcers seem to be babbling about 
all the time (you'll also gain a little know- 
how as to why some racers win on oval 
tracks but not on irregular tracks). 
Speaking of tracks, IndyCar Racing 
comes with a selection of eight different 
tracks, including Laguna Seca, the track 
that makes many racers break down in 
weeping paroxysms of fear and dread. 
You'll find out just why it’s so dangerous 
to drive your car over the infield (trust 
me). And if you’re involved in an acci- 
dent, you can replay it to find out 
whether you were at fault, or whether 
you should bust another racer in the gut. 
Gentlemen, start your engines! 


Several different cameras make the action 
more vivid. 


Interface * Playability * Graphics * Sound « Replay Value 


89 78 98 90 89 


My feelings about this game are quite 
mixed. It is a superbly well-crafted 
racing simulation, with graphics that 
are, in a word, beautiful. | mean near 
TV quality. The detail for racing 
enthusiasts.is unparalleled, like exact 
alterations Of wing degrees, gear 
ratioS and Staggering. YOu can do 
just about.anything that @ real Indy 
Car driver can do. My biggest prob- 
lem with thé game is that tind racing 
boring. “OOK, I’m fast) Wheeeee. But 
| understand that some people like 
racing games, and | don’t think they'll 
find a better, cleaner, richer simulator 
anywhere else. It held my attention 
for quite a while as a non-racing fan, 
even when | wasn’t crashing in a 
spectacular manner. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


36. 98 32 32. 34 


There are a lot of racing sims on the 
market, but | think I’ve found my 
favorite. The high score for this game 
goes mainly for the amount of cus- 
tomization you’re allowed, and 
because.even slight.modifications 
make a noticeable difference in the 
handling of your Car (just like real 
racing). Lhe graphics aré very well- 
done {not to mention adjustable for 
detail), and the Sounds are great 
(nice tough On the Doppler, Papyrus). 
A lot of time, effort, and’Care were 
put into this game, and it shows. The 
multiple views, the excellent manual, 
and the sheer beauty of the garage 
section (Sounds weird, but trust me) 
all combine for an overwhelmingly 
terrific game. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
91 88 95 87 93 


Shoulda, woulda, coulda. IndyCar 
Racing shows a lot of promise and a 
couple of pretty serious problems. 
The primary one is that for an auto- 
motive idiot like myself, the different 
gear ratios.and engines that you can 
load are insuffieient for certain tracks. 
This mMéans you have tO go in and 
adjust them. Well, | just want to race 
a carg not play with all the technical 
nonsense. While thésé options are 
important, the game Shouldn’t force 
you into a Crash (no pun intended) 
course in automotive mechanics. The 
graphics are gorgeous, the sounds 
are great, and some of the wrecks 
we've created are epic. It’s good if 
you know what you’re doing or have 
the desire to learn. -Steve 
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GINNERS WILL BE 


Beaten all the boxed 
games? Done the arcades to 
death? Try CyberStrike, the 
wild new multi-player game 
on GEnie where you hop into 
a two-legged CyberPod and 
battle it out against other 
real live humans for control 
of a virtual reality city. The 
action’s fast and furious. But 
even if you're new in town, 
you won't get blown to 
Kingdom Come. Well, not 
right away at least. In fact, 
CyberStrike is so easy to 
learn, you might actually 
live long enough to waste 
someone else first. And best 
of all, it only costs three 
bucks an hour. So strap 
yourself inside a Pod and 
come out shooting. You've 
got nothing to lose. Except 
your life. 


(GEnie. 


multi-player games 


SIGN UP NOW: 1. Set your modem 
for half duplex (local echo) at 300, 
1200 or 2400 baud. 2. Dial toll free 
1-800-638-8369. Upon connection, 
enter HHH 3. At the U # = prompt, 
enter JOINGENIE then press RETURN 
4. At the key code prompt enter 
ARB423 5. Have a major credit 
card or your checking account 
number ready. For more informa- 


at a oe 
tion in the U.S. or Canada, call ee 
1-800-638-9636. 


*Here’s the fine print. GEnie ae games and support services are $3.00 an hour in non-prime time: 6 p.m. to 8 a.m. local time Mon.-Fri., all - 
day Sat. and Sun. and selected holidays. There’s also an $8.95 monthly subscription fee. Each month, you'll get credit for up to four hours of non- —=- SIM UTRONIC 
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. . 
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SATISFY YOUR URGE TO KILL 
REALLY UGLY CRITTERS! 


ALIEN BREED IS A FAST AND VICIOUS SHOOT-EM-UP 


COMING TO A PC NEAR YOU. 


You've just been drop-shipped into an 
extremely hostile environment. All 
around you, the halls of this former 
research station are teeming with 
exoskeletal aliens. This job seems 
designed for someone with your particu- 
lar abilities: in a kill-or-be-killed world, 
you're still alive. In fact, your resume 
reads better than the Grim Reaper’s: 
your career goal is officially on file as 
“No stone will be left unturned in my 
desire to hunt down anything of even 
remotely xenogenic origin.” 

The landing bay was clear when your 
light fighter craft touched down, but, as 
you step out of the confines of your safe- 
ty webbing, you pause to reflect that just 
beyond the bay doors lurks the only 


Your starting solnt. It oily seta worse om 
here on in. 


Alien Breed 
by MicroLeague 


Game Summary 
Kill aliens. Reach preset objectives 
and set off a countdown sequence. 
Kill more aliens. Escape the self- 
destruct sequence. Kill aliens copi- 


ously. It’s a shooter, okay? 


Overall 
Rating: 


Requirements: 


80% 


286, VGA, DOS 3.0, 
640K RAM, HDD 


Sound Support: SoundBlaster, AdLib 


Controller: Keyboard, joystick 
Available for: PC and compatibles 


Designed by: Team 17 
Distributed by: MicroLeague 


Retail Price: $29.95 
Hard Drive Space: 
No. of Players: 


1-2 players 
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Mm LIVES tif cet ae econ LILES 


Aliens wil ee the nearer = cary so the 
further player can line up cleaner shots. 


breed of animal capable of hunting man 
to extinction. Froth starts to form at the 
corners of your mouth as you imagine 
the horrible carnage to come. “This is 
gonna be great,” you think. 

Strewn about the station are generic 
keys and ammo, as well as cash. 
Although this cash apparently cannot be 
spent, it does increase your point score. 
Your objectives are made clear to you in 
between each mission: blow up such- 
and-such a reactor, close these-and- 
those fire doors, knock out this-and-so 
radar site. Of course, you'll also need to 
kill lots of aliens. 

Headquarters knows what you’re 
thinking—you’re thinking that you'll just 
go kill all the aliens, then stroll around 
and complete your mission objectives. 
Well, the aliens have planned ahead: 
there are limitless reserve forces just 
waiting to come and beat up on your 
poorly designed Terran body with the 
nice pink squishy parts all on the out- 
side. AS soon as you leave an area, 
more aliens will appear through nasty lit- 
tle holes in the floor, so you’ll have to 
fight them coming and going. 


iUP facereenenmneoneennee LIVES The 
al Sie j EL ED 


ra 2 IES 


Twin bartal — only how up at : the  aanet 
levels. Use your ammo sparingly! 


gence {1.6% 


Interface « Playability * Graphics * Sound « Replay Value 


79 86 89 86 59 


As a shooter goes, this one’s okay. 
The music and sound are good, and 
there’s certainly plenty of shoot-’em- 
up humanocentric action. | had some 
problems with the keyboard control, 
though; best to use ajoystick. It’s on 
the high side of mediocre,»but only 
barely. Theré’s really no Sense of 
atmosphere, which | Sonof expected 
considering the rich stories that AB 
Stole itssplot from. Theré are plenty of 
“missions in the gamé, but they all 
boil down to wandering around a 
maze and shooting monsters that 
aren't even that intelligent (they just 
sort of meander around). This is beer 
and pretzels gaming, but it might not 
hold your interest long enough to 
down a beer. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 


87 88 89 86 83 


Even though this game is pretty 
much spin-and-blast, it’s still pretty 
good. The mazes offer a decent chal- 
lenge, with the attacking aliens 
offered at an almost gratuitous rate. | 
like that_the aliens don‘tall move at 
the same speed, and that the faster 
ones seem to have higher intelli- 
they “seek” much better 
than their slower counterparts). One 


- thing | still dont understand about the 


game is the idea of cash; there’s tons 
of it laying-around, but“"you can’t use 
it anywhere. There also doesn’t seem 
to be any sort of scoring system; high 
score tables must have seemed like 
some distant, nebulous idea to the 
designers. Still, this game offers 
some nice stress relief. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


84 =—s 8&3 84 79 86 


Sometimes, there is a real need to 
load up a game that offers little more 
than shooting things. Those who 
don’t have Wolf38D now have the 
option to pick up Alien Breed. One of 
the really.nice things about this game 
is that even though its little more 
than just a 8-way scrolling shooter, 
it's good with two players and you 
can actually improve your game by 
acting intelligently” The animation is 
decent and the graphics are also 
pretty nice, which 1s tmportant for a 
straight arcade challenge. There real- 
ly is not much intellectual stimulation 
here, but hey, so what. It could be 
better, but not a whole heck of a lot 
better. | had fun, and that’s the bot- 
tom line. -Steve 


NEW WORLD COMPUTING, INE 


1-800-325-8898 


KYRANDIA IS DISAPPEARING 
PIECE BY PIECE. . . 


TAKE A SURREAL JOURNEY TO THE CENTER OF THE 
WORLD TO BREAK THE CURSE AND SAVE EVERYTHING. 


The mystical world of Kyrandia has 
been afflicted by a horrible curse. Slow- 
ly, feature by feature, the land is disap- 
pearing. The highest (and most magical) 
minds in the land are stumped, until 
Marko the largely unwanted and his new 
valet appear. It seems his valet (a man- 
sized, gloved hand) is an expert in these 
matters; it explains that a simple quest 
should break the curse. Someone must 
travel to the center of the world and 
return with an Anchor Stone. It chooses 
for this task the youngest of the assem- 
bled Mystics, a startled young alchemist 
named Zanthia. 

Join Zanthia in her adventure to save 
the land she loves. Yet, from the begin- 
ning, the quest is sabotaged—her house 


.Boy he’s got a lot of junk. 


You'll meet plenty of odd creatures of every 
form and secure their help. 


The Hand of Fate 


by Westwood Studios 


Game Summary 
Wander around a disappearing 
Kyrandia with the bouncy, “offbeat” 
and “sassy” heroine Zanthia in a 
highly graphic point and click journey 
to the center of the world. 


Overall 72% 


Rating: 
386-20, VGA, Mouse 


Requirements: 
Hard Drive, 2 Meg RAM 
Roland, Sound Blaster 
and compatibles 
Mouse 


Available for: PC and compatibles 
Designed by: Westwood Studios 
Distributed by: Virgin Games 


Retail Price: $69.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


Controller: 


One player 
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Even alchemists have trouble with the more 
mundane matters at times. 


has been ransacked! Zanthia must 
rebuild her magical stores from scratch 
before the adventure can even begin. 

You see, she’s an alchemist—a spe- 
cialist in brewing potions. Not all the 
objects she collects will be the standard 
adventurer’s kit. Zanthia needs ingredi- 
ents for her magical potions. This could 
range from the Smell of Eggs and Toad- 
stools for the Swampsnake potion (to 
scare bears in the woods) to simple 
Mustard and Lettuce for the Lunch spell. 
She'll brew it all in her cauldron. But she 
needs the recipes—and that saboteur 
made off with her spell and potion book 

The Hand of Fate is the latest offering 
from Westwood Studios and includes 
many new software engineering innova- 
tions. The new State-of-Mind System 
creates a context for your speech with 
the over 50 characters present, allowing 
Zanthia to ask about what’s on her mind 
at the time. If you’ve just discovered the 
existence of some buried treasure, she'll 
ask appropriate people about it. In addi- 
tion, The Hand of Fate uses Trulight 
technology to illuminate the scenes 
more cinematically. 


Areyou having fun Marko? © | 


cs ej 


A 


a 
| 


aan a 
Weed Patch 

Deal with Marko’s abortive attempts to aid 
you in your quest. 


‘VIEWS | 


 |Interface » Playability * Graphics * Sound » Replay Value 


_ Graphics, sound, music, playability— 


Interface * Playability * Graphics * Sound * Replay Value 


31 93 94 87 32 


It’s time to play click on the pretty pic- 
tures, boys and girls. HOF features 
some nice graphics— and that’s about 
it. Other than that, it’s a highly graph- 
ic flowchart. You wander around, 
clicking. on objects to either take 
them, 100K at them OF talkato them. 
You don’t @ven ‘enoose that any- 
more— a gingle clickd@S your only 
interfaces the gamefchnooses what 
that click Me@ans. Whe only innovative 
part ofthis game les in the fact that 
you must mix the objects you find 
into potions. Beyond that (and some 
attempts at humor that border on the 
felonious), you can leave your brain 
at home. People tell you what object 
they want; puzzles are not subtle 
here. Let it disappear. -Kevin 


39 92 93 89 20 


_ this game has it all, with the excep- 
_ tion of any actual reason for wanting to 
_ play it. The humor is sub-sopho- 


 moric, even down to the death 


_ scenes. The_beroine_has a tendency 
to whiney and all | ean Say is, “Thank 
_ goodness Idon't have to listen to a 


_ digitized véiee!” | Would give this 
- game some credit‘for younger play- 
ers, But Most Computer gamers who 
also happen to be wery young are 
fairly sophisticated? they probably 
wouldn't find this game humorous, 
either. If you’re looking for a good gift 


_ that can be readily exchanged for 


something else at the local software 


__ shoppe, this game is probably a pret- 


__ ty decent bet. 


-Ted 


Interface * Playability * Graphics * Sound * Replay Value 
50 81 91 87 41 


Yep, it’s another graphic walk-around 
that tries to be funny and fails. How- 
ever, this is only a small problem with 
HOF. The major trouble here is that 
since a click on any object in the 
game_performs whatever action is 
required of you, HOF takes all of the 
thought out Of adventure ‘gaming. It’s 
adventuring for the Drain-impaired, 
and that's going 4a little too far in mak- 
ing a game user trrendly. Games 
should provide challenge, and this 
interface’takes much of the’challenge 
away. On the positive side, HOF has 
very nice graphics and animation as 
well as attractive music. Nice visuals 
and sound won't bring me back to 
Kyrandia, though, and | find little to 
recommend here. -Steve 


Journey through a hostile land, to liberate your people from a malevolent foe of unparalleled savagery. 


Daemonsgate: Available from selected retailers NOW! IBM PC Disk & CD ROM 


© 1992-3 Imagitec Design Inc. Daemonsgate is a Trademark of Imagitec Design Inc. EID: 921 West Main St, Suite 13, Nashville, TN 37075. Tel: (615) 824 1960. 
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BLOW IT OUT YOUR BUTT, 


WIZARD DUDE! 


JUST BECAUSE YOU’VE GOT A COSTUME DOESN’T MEAN 


YOU’RE A SUPERHERO. . . 


Simon was your average teen angel: 
cluelessly rebellious, angrily attitudinal, 
psychotically devoted to anything that 
would embarrass his parents without 
embarrassing himself. All he wanted for 
his twelfth birthday was to be left alone 
an maybe, just maybe, to get a puppy. 
Instead, his parents threw him-horror of 
unwanted horrors—a birthday party. 
What, did they think he was a child or 
something? 

Even worse was the lame entertain- 
ment at the party; would you believe 
they hired a magician? The same magi- 
cian that they’d hired every year, the 
same lame, washed-up Marvelo, was 
back again to make Simon’s party even 
worse. So Simon, just to show how cool 


Explore a strange landscape filled with 
interesting objects and creatures. 


Simon the Sorcerer 
by Infocom 


Game Summary 
Free the wizard Calypso from the 
clutches of the evil mage Sordid by 
solving all the puzzles. Reel in horror 
at the amazingly bad puns; cringe at 
Simon’s attempts at witticisms. 


Overall | 69% 


XT, hard drive, 640K RAM, 
VGA, mouse, DOS 5.0 
SoundBlaster, AdLib 

) Roland 

Controller: Mouse 
Available for: PC and compatibles 
Designed by: Adventure Soft 
Distributed by: Activision 
Retail Price: $49.95 
Hard Drive Space: 7 Meg 
No. of Players: One player 


Requirements: 


Sound Support: 
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Look af t 


¥ 


Simon’s lack of restraint gets him into 
some unique situations along the way. 


he was, does a little running commen- 
tary that just happens to expose every 
trick the illusionist tried. Marvelo left in a 
blazing rage as Simon laughed. Late 
that evening, after all the guests had left, 
the doorbell rang. Simon answered it 
and discovered a small wet dog with a 
really weird book in its mouth. He tossed 
the book up in the attic and started to 
play with the dog. Then he wondered: 
how did a dog so short ring the doorbell? 

Join Simon as he takes you on an 
unpredictable journey through seemingly 
endless (but nevertheless finite) animat- 
ed scenes filled with mystery, magic, 
and amusement. Explore the realms of a 
beautiful fantasy world replete with 
Strange clues to a puzzling plot, as 
Simon struggles to free the wizard 
Calypso from the clutches of the evil 
Sordid. Thrill to the many NPCs: beer- 
swilling trolls, nubile Valkyries, a two- 
headed schizophrenic store clerk, 
Swamplings, werefrogs, and more. 
Armed with a sharp wit and a sharper 
tongue, you'll need all your faculties to 
pry him out safely from the situations he 
manages to find himself in. 


4 Look af Apr 


é Ll ? 
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Find the items you need in the many differ- 
ent locations you travel to in the game. 


Interface * Playability * Graphics * Sound * Replay Value 


75 78 85 80 34 


STS is a graphic walkaround adven- 
ture that expertly toes the line of 
mediocrity. It’s a reasonably pretty 
game to look at, with lots of extras in 
the animation and. background graph- 
ics. Unfortunately, there’s little here 
of ofiginality Of humor There were 
parts where the designérs thought 
they had #he tunmiest dialogue since 
Monty Python, during which | sat 
trapped hoping UséefuPintormation 
might¢6e mixed in. The interface is 
bland’and standard—neither annoying 
nor effortless. Basically, this is a 
mildly above average game. The only 
reason to recommend it is its lack of 
any real weaknesses beyond its 
essential mediocrity. You can play it, 
but probably not for too long. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


83 82 95 67 32 


Yes, the graphics are impressive. 
And, the storyline is okay. The music 
| would even call good. The problem 
is that this game is slow. The phrase 
“slower than molasses at the South 


Pole in winter’ comes to mind. And, 


yes, before you even thinkyit, | was 
playing/this on a /486,Whilé you can 
increaSe the fate at which onscreen 
text rolis past, there is nothing you 


can do about the rate at which Simon 


walks: | Usually lookM46rward to Info- 
com games»with a bit of anticipation, 


_ but if this is the kind of game they'll 


be putting out in the future, that will 
change. Designers should think 
about what sorts of options people 
will want in game before they start 
programming. -Ted 


Interface * Playability * Graphics * Sound » Replay Value 
81 78 84 85 38 


Usually, Infocom games are greeted 
by yours truly with shrieks of joy and 
merriment. This time, there were 
merely howls of derisive laughter. 
Simon really isn’t that great of an 
adventure.game. Since it’s main 
draw is that it’s slipposed to be 
funnys that it’s pretty lame in the 
humor department means that it 
doesnt stcceed in its basic goal. 
Whilé T,hayeé no-problem with the 
basic interface, the story) the graph- 
ics or the"sound, | do hav€-a’ problem 
with the fact that | was really unenter- 
tained when sitting in front of it. If you 
really feel the need to save an old 
wizard or if your sense of humor can 
be best described as sophomoric, 
Simon is the game for you.  -Steve 
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There's more to games than a mouth that sort 
of moves or tinny sound. Now there's a new way to 
play PC games that’s just like sitting in a theater 
controlling the action with your joystick. 

It's ReelMagic; the new MPEG playback adapter. 
Available only from Sigma Designs. This incredible 
add-in board brings the next generation of CD-ROM 
games to your PC 
bigger than life. 

say adios to wimpy 
graphics. Herky-jerky 
movement. Bogus sound. os 
And phony scenarios. ReelMagic pumps up alte reality meter so you 
_ can crank up the fantasy. 
= We've also included Activision's Return to Zork so you can 
A experience the excitement of full motion video now. 

e- —|t's not real unless it's ReelMagic. Call 1-800-845-8086 ext. 323 for a 
dealer demo near you. Or you can stick with real ordinary. Oh joy! 


Why settle for a mere 
56 colors, offered by current PC games, when 
eelMagic gives you theater-quality graphics 
with over 32,000? 


: Get 16-bit 
CD-quality sound that plays Sound Blaster” 

nd Windows™ compatible software. The 8-bit 

udio you re used to just doesn't compare. 
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ReellViagic-compatible 
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Discover the new generation of Reel(Magic games from these manufacturers, and look for more exciting titles coming soon. ReelMagic Adapter 


| 


ACTiVision “SIERRA [RE | \¢ Pecomputing 7 


entertainment | ttlobyte | FINALIS 


Only ReelMagic Makes It Real: => >DEsicns 


© 1993 Sigma Designs, Inc. The Sigma Designs logo is a registered trademark and ReelMagic is a trademark of Sigma Designs, Inc. All other brand names and products are trademarks or registered trademarks of their respective holders. 


— 


PLAY WITH YOUR JOYSTICK 
AND YOUR FRIEND’S, ALSO 


SUNCOM TECHNOLOGIES SCORES WITH THEIR DUAL JOY- 


STICK BOARD. 
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An eight bit card that offers twin joystick ports, the Gameport 2000 installs easily in anything 


from a 286 to a Pentium. 


If you’ve ever wanted two-player joy- 
stick control in your computer, now it can 
be yours! The Gameport 2000 claims to 
have the fastest response time avail- 
able; it offers compatibility with all IBM 
clones from the PC through the Pentium. 

Using Programmable Array Logic, the 
Gameport 2000 needs no installation 
software; your machine will automatical- 
ly detect it. What’s more, it requires no 
hardware interrupts, meaning you will 
never have a device contention error 


Gameport 2000 


by Suncom Technologies 


Hardware Summary 
A true plug-and-play board, the 
Gameport 2000 is a dual joystick 
controller. It requires no installation 
software, and uses no hardware 


90% 


interrupts. 
Overall 
Rating: 


Suncom Technologies 


Designed by: 
: Suncom Technologies 


Retail Price: 
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with this card (translation: if your soft- 
ware crashes, it’s not the fault of this 
Card). 

Installation is pellucidly simple: open 
your computer case, find an empty 
expansion slot, plug in the card, close 
the case, attach one or two joysticks, 
and you're off. The joysticks will be com- 
pletely at the beck and call of your soft- 
ware. 

There is also an audio jack which will 
link your PC’s internal speaker to any 
amplified external speakers using a 
1/8th inch jack. This is also a simple 
installation, requiring only that you can 
find the PC speaker connector on your 
motherboard. 

In the odd event that you do have a 
problem with the installation, Suncom 
offers some fairly detailed help in the 
manual. They also have excellent tech- 
nical support, even if it is a long distance 
call for most people. 

The Gameport 2000 is a “radio quiet” 
device, in compliance with the FCC’s 
standards for Class B devices. There is 
a two year limited warranty from Sun- 
com, including the usual “defects in 
materials and workmanship” clause 
which seems to be required by all elec- 
tronics manufacturers these days. 


Ease of Use * Installation * Usefulness « Durability 
92 93 72 N/A | 


If you've got plenty of friends, a few: 
really good multi-player games, and| 
a spare joystick, this is the card for) 
you. No muss, no fuss. Put it in, and) 
voila! you’ve got that spare stick. It) 
also wil 
thro 
tions 
well. 
tion, 
just 
bles 
IRQs a 
a good two-player game sitting on! 
your shelf that you’d really like to play’ 
head-to-head, this card is quite worth) 
the price of admission. It’s painless | 
and works like its advertising said it) 
does— rare today. -Kevin. 


Ease of Use « Installation * Usefulness * Durability 
99 99 50 N/A | 


| really liked this card, although | 
have to admit there’s not a whole lot. 
of simultaneously-playable two-play-' 
er software out there. On the other. 
hand, now manufacturers have a/ 


ware interrupt was required; standing 
on my soapbox, | wish other compa-. 
nies would pick up on this idea. This’ 
card worked beautifully with both. 
Street Fighter 2 and our beta copy of 


Archon Ultra. -Ted 


Ease of Use _ Installation 7 Usefulness . Durability | 
90 91 63 N/A} 


While there are some great two-play- | 
er games out there, there aren’t. 
enough of them that use two joy-| 
sticks. If you happen to have a game. 
that does, you need this card. It’s’ 


use the keyboard while his or her 
opponent gets the benefit of a joy-. 
stick. Frankly, there’s not a lot of real. 
use for this card, but if you feel the 
need or have the desire, you can’t do’ 
much better. -Steve 


UD INTUITIVE IT'S. Lil 


Now moving in a game is as easy as thinking about it. 


. Only CyberMan moves in three directions (x, y, and z] 


and three rotations (pitch, yaw, and roll), which cor- <D 7 
relate directly to your moves inside a 3-D game; your is 
nei . LOiTEOH 
intuitive movements translate literally to the screen. | 


It's'also the only controller with tactile feedback that 


makes you a physical part of the game. CyberMan is avail- The Senseware Company 


able now at YOur local dealer, OF call 1-800-732-3021 e _™ Trademarks belong to their registered owners 


FLY IN ACTUAL CONDITIONS 
ON Your PC! 


REAL WEATHER PILOT LETS YOU CHALLENGE THE 
ELEMENTS WITHOUT GETTING YOUR FEET WET. 


Realistic flight simulation would be 
greatly enhanced if you could fly in actu- 
al weather conditions. Now you can with 
the new Real Weather Pilot from Mallard 
Software. Using either Microsoft Flight 
Simulator 4.0 or 5.0, Real Weather Pilot 
can access actual weather reports from 
almost anywhere in the country and con- 
figure them into the flying conditions 


Real Weaiher Pilot 
by Mallard Software 


Requirements: 1200 Hayes compatible 
modem, FS4/FS5 

and compatibles 
Mallard Software 


Mallard Software 


Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 4 Meg 


No. of Players: One player 


right on your desktop. Using the Direct 
User Access Terminal Service weather 
services, current weather conditions are 
downloaded directly to your PC. This is 
only available for weather in the United 
States. 
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Get ieranniation on iis gated at any ca 
the airports included in Flight Simulator. 


SOFTWARE ONLY A REPTILE 


COULD Love! 


PC DYNAMICS PRODUCES A PRODUCT RIGHT UP THE ALLEY 


OF Louis LEAKEY FANS. 


Just about everybody uses Windows 
these days, but that basic desktop look 
can get pretty stagnant. Add a little life 
and color to your Windows environment 
with Dinosaur Desktops from PC 
Dynamics. This disk contains over 25 
Original desktop wallpaper designs for 
you to use to alter the basic look of your 
Windows set-up. 


Dinosaur Desktops 
by PC Dynamics 


Windows 3. 0 
MARE 3.1 for sounds 


Requirements: 


PC Dynamics 
PC Dynamics 


Retail Price: 
Hard Drive Space: 3 Meg 
No. of Players: One player 
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Choosing the wallpaper you 
want is simple with the exclu- 
sive wallpaper control panel. 
Realistic looking scenes, car- 
toon dinos and fossilized 
remains are all a part of the 
graphics available. Pick a 
style that looks right out of 
the Pre-Cambrian or some- 
thing that looks a little more 
contemporary with a prehis- 
toric flair. 

Also included in Dinosaur 
Desktops are bonus sounds. 
Thrill to the roar of the mighty 
Tyrannosaurus Rex when 
you start up Windows, or the 
prodigious sound of dinosaur 
footsteps when you shut 
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Check out the current weather conditions 
across the continental United States. 


From here, you can view the report, 
print it out or go right into Flight Simula- 
tor and take on the elements. Also avail- 
able are national color radar images so 
you can get a look at your destination or 
simply track a storm. The reports you 
create can be grouped into comprehen- 
sive preflight briefings and printed for an 
in-flight reference. 

A dedicated communications program 
built into Real Weather Pilot makes 
retrieving the latest weather reports fast 
and easy so you can stay current with 
your flight. Now you can fly in any kind 
of weather at any time, no matter if the 
weather conditions are too severe to 
really take a plane up in. 


down. Attach any of the sounds to virtu- 
ally any event in Windows to make your 
PC teem with life that existed long 
before anything like a computer, or a 
human being for that matter, existed. 

Dinosaur Desktops will add a little bit 
of flash and color to the desktop of any 
Windows user. Make your PC a little 
more prehistoric with the help of PC 
Dynamics. 


Computer Screen 
Wallpaper tor 
me = Microsoft Windows 


a) * 
——. ee ef 
cs. ea. | 
Sshank 


* 
* 
= 


Mic ROSOFT 
AINDOWS 
COMPATIBLE 


grow does 


lt took 1400 years, 
but we finally 


sot them together! 


icture th 
. aMiiniots! ¢ 


sethe é: : ve you, andit'’s going t to fine 
ting _Atter all, Genghis Khan i is out to lead his 


ore 


1 Mongol hordes victoriously across Asia and LT a ADVANTAGE 
Europe in GENGHIS KHAN IT: CLAN OF THE GRAY : 
Wot? and Cao Cao's devising new ways to < eA col 
' : color 
“3 aie reunite China after the collapse of the Second 
taster Lie Bet, 5 tet we gear enka? en 8 ui : 
Han Dynasty-in ROMANCE OF THE THREE p Mouse support 
SEAL AN ALLIANCE. PREPARE FOR - 
DIsEASE & Disaster! Kincpoms III: DRAGON oF Destiny. The % Sound Blaster & AdLib™ 
contest for world domination is about to begin. sound support 
Are you ready? 
KO a ALSO AVAILABLE FOR 
SNES & SEGA. 
a KOEI Games are available for all systems 
PC KOEI Corporation, 1350 Bayshore Highway, Suite 540 in retail outlets nationwide! If you can’t 
: Burlingame, CA 94010 find the KOEI product you are looking for, 
an call us at (415)348-0500 (9am to 5pm PST). 
p 


Genghis Khan || and Romance of the Three Kingdoms III are trademarks of KOEI Corporation. 


A PAINLESS SOLUTION TO 


MATH PROBLEMS! 


THE WORLD’S BEST-SELLING ALGEBRA TUTOR IS NOW 
UPDATED AND BETTER THAN EVER! 


No school subject frightens as many 
people as math does, and no branch of 
mathematics strikes fear into the hearts 
of young and old alike quite like algebra. 
But really, algebra is simple, and the 
easy way to learn it is with Alge-Blaster. 


Learn the basic symbols and notation of 
algebra to further your knowledge. 


This completely updated version of the 
best-selling algebra tutorial covers a full 
year of the subject. Using an interactive 
approach, Alge-Blaster 3 makes learning 
this stressful subject both fun and easy. 
Users play games that just happen to be 
educational, teaching them the ins and 
outs of variables and quadratic equa- 
tions while they have fun in various con- 
tests. 


i) ‘The set of integers is made up o 
i po: sitiv — “sg e whole i 
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Adding Integers 
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Basic algebra as well as more advanced 
studies are covered in the program. 


Alge-Blaster 3 
by Davidson 


VGA, Windows, 640K, 
386/16, DOS 5.0 

PC and compatibles 
Davidson 


Requirements: 


Available for: 


Designed by: 
Distributed by: Davidson 
Retail Price: $49.95 
Hard Drive Space: 6 Meg 
~ Age: 12 and up 
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Topics covered include integers, order 
of operations, monomials, polynomials, 
factoring, algebraic fractions, radical 
expressions, graphing and the dreaded 
word problems. All are presented in vivid 
Aoi resolution VGA vOta RS 


Rahat valellee like elie one stein taal} ter- 
minology as well as problem-solving. 


And speaking of those word problems, 
Alge-Blaster 3 instructs users on how to 
translate any word problem into an alge- 
braic equation and vice versa. To help 
out when you're stuck, sample prob- 
lems, on-line hints and a glossary of 
algebra terms are provided as is record 
a to monitor taal shi ane 


File_ Options Window Help 


Sharpen graphing skills with the exciting 
arcade challenge Red Alert! 


Alge-Blaster 3 helps teach algebra 
with an interactive tutorial approach that 
includes a lot of hands-on game playing. 
One of the various games is Decoder, in 
which the student must decipher rebus 
puzzles correctly to determine the alge- 
braic term in question. This means that 
Alge-Blaster 3 not only teaches the cor- 
rect manner of solving the problems, but 
also the terminology and meaning 
behind the math. Graphing and plotting 
skills are taught with Simulator and Red 
Alert!, two fast-paced arcade games that 
require the player to correctly plot points 
to prevent an alien invasion. In Chal- 
lenger, the student learns to solve equa- 
tions with the use of four movable win- 
dows that can show examples, practice 
problems and word problems all at the 
same time. 

lf someone you know is having more 
than a little trouble grasping the basic 
concepts behind basic algebra, David- 
son and Associates has the solution in 
a i Blaster 3. 
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The Learning 
Company 


With the right help from Davidson and Associates, even a potentially fear-inducing subject 


like algebra can be made fun and interesting. 


You’re in for, the Ou! 
Dragon’s Lair is back and better tl an ever or CD-ROM! 


This full arcade version is packed with spectacular 
animation and digitized sound, bringing Dragon’s Lair 
to life like never before! 


You control the actions of Dirk the Daring, a valiant 
knight, on a quest to rescue the fair Princess from the 
clutches of an evil dragon. Fight your way through the 
castle of the dark wizard who has enchanted it with 
treacherous monsters and obstacles. 


Lead on brave adventurer... your quest awaits! 


ReadySoft Incorporated 

30 Wertheim Court,Suite 2 

Richmond Hill, Ontario, Canada L4B 1B9 
Tel: (905) 731-4175 Fax: (905) 764-8867 


SA Z 


READYSOFT 


also available for 
IBM PC & Macintosh 


Licensed by Sega Enterprises Ltd. for play on the Sega CD™ system. 
Sega and Sega CD are trademarks of Sega Enterprises Ltd. ALL RIGHTS RESERVED. 


3D0, the 3D0 logos, and Interactive Multiplayer are trademarks of The 300 Company 
“REELMAGIC” is a trademark of Sigma Designs, Inc. 


“Dragon's Lair” is a registered trademark of Bluth Group, Ltd. —©1993. Character Designs ©1993 Don Bluth; 


©1993 all audio, visual and concept ~ used under the exclusive license of Epicenter Interactive Inc. 
Programming ©1993 ReadySoft incorporated. ALL RIGHTS RESERVED 


WORD PROCESSING HAS 
NEVER BEEN THIS EASY! 


WITH THE STUDENT WriTING CENTER FOR WINDOWS, 
ANYONE CAN CREATE PROFESSIONAL DOCUMENTS. 


Writing term papers and themes has 
long been the bane of many a student’s 
existence. It doesn’t have to be though, 
with the Student Writing Center for Win- 
dows from The Learning Company. 
Now, creating a professional-looking 
document is a snap. 


Select which feature you wish to use from 
this opening display. 


When loaded up, the user will have the 
choice of entering several different areas 
including a sign maker, a journal, a 
newsletter creator and more. Student 
Writing Center contains a complete word 
processor and an easy-to-use desktop 
publisher along with some features 
specifically designed with students in 
mind. 


Se Edit View Text Graphics —— To Lo 
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Dinosaurs ——— lots of coverage im the PC game market amed at kads, but what is 
Bamey, exactty? aurs were never purple or fuzzy, yet here's this obsequious retro 
reptilio: ei A off other peoples’ pasties alt 5 aying any sort of royalty I'd 
love ome professional musicians, such as Guns ‘n’ Roses, pour kghter fluid on him and 

set him on fire. That would make for gre aioli auaaniceiedl 

Of course, merely settmg Barney on fire probably wouldn't stop the phenomenon You'd hav 

6 inchide that littl cornswaddler, Baby Bop, as well And who knows d fire would be ‘aime 
eg do? Perhaps drawing and quartenng the both of them, along with all ther idionc 


To write a paper or theme, simply select the 
appropriate icon and start typing! 


Student Writing Center 
by The Learning Company 


Windows, VGA, 

2 MB RAM 

PC and compatibles 
The Learning Company 


Requirements: 


Available for: 
Designed by: 


Retail Price: 


Hard Drive Space: 10 Meg 


Age: 10 and up 
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Correct alsenellings and other typos with 
this handy spellcheck feature. 


Anyone who has written a long term 
paper can remember the hassle of creat- 
ing a bibliography to the specifications of 
the teacher. This is no longer a problem. 
Student Writing Center contains a handy 
bibliography creator. To use, simply type 
in the information the program asks for, 
and the software formats it in the correct 
style. For the younger student, grammar 
and writing tips are also included along 
with over 150 scalable graphics that can 
be placed in any document. Punctuation 
hints, rules for capitalization, plurals, 
abbreviations and more are covered in 
the grammar help, while the writing tips 
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Report Tools 


Dinosaurs 
Bamey, exactl 
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love to see sof ‘Book, 
set him on fire. © General Reference 


Of course, © Periodical 
to include that C} hiatal 
thing to do? § 
managers, prd 
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minds, while ¥¢ 
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marketable image. 
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Student Writing Center - [Report - BARNYDIE] 


Window Help 


|= Choose a Reference Type 


Book with one author 
Book with two authors 

ook with more than two authors 
Book with unknown author 


Create signs with a your choice of borders 
quickly and easily. 


cover topics such as style. The report 
section also has the capabilities of pro- 
ducing footnotes or endnotes and title 
pages. 

For people who like to keep a diary, 
the software has a journal section that 
will not only record your innermost 
thoughts, but will also keep them safe 
from prying eyes with a password func- 
tion. The journal can also be printed if 
desired. 

Amateur publishers will find the 
newsletter section contains nearly every 
feature they could desire including the 
ability to create mastheads and multiple 
columns of text with or without lines 
between the columns. Signs can also be 
produced and enhanced with a number 
of special borders included with the pro- 
gram. 

For anyone who needs to be coaxed 
into writing a paper or a letter on a com- 
puter or anyone looking for a simple and 
effective word processor, The Learning 
Company has what you need with the 
Student Writing Center for Windows. 
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Creating bibliographies is no longer a chore with the Student Writing Center. Simply type in 
the relevant information and the software does all the work! 


Sprint® long-distance service just 
became more valuable - up to $159.90** 
more! Now, when you switch your 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation- 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's “fiber-optic” clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 

The Most® A Unique Calling Plan 

Sprint offers an unprecedented long- 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


Y, 


the most, including international 
calls—even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint’s millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 


Save on Long-Distance When 
You’re away from home too! 
Sprint’s FONCARD™ lets you continue 
to take advantage of long-distance 
calling and savings even when you're 
away from home. The FONCARD is free, 
with cards available for every member 
of your family. ’ 


The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 
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OPEN SEASON 


SINS OF THE FATHERS 


directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 


> 


Sprint. 


== SIERRA 


* Offer valid only in the U.S. and for new Sprint 
customers. Not valid for FONCARD-only orders. One 
offer per household. Certain restrictions apply. 

** Retail value of Sierra Games. 
*** To qualify for a second game, the customer must bill 
$20 per month in 3 of the first 6 months. 
**** THE MOST discounts apply to in-state/intraLATA calls 
only where authorized. 


THE SENATORS WANT YOUR 


GAME SYSTEMS! 


ARNIE KATZ INVESTIGATES THE CURRENT GOVERNMENT 
CRAZE TOWARD GAME WARNING LABELS. 


REEDOM Of 
ENSORSHIP 


(When company presidents need 
analysis of hot trends and future possi- 
bilities, one of the names on speed dial 
is “Arnie Katz.” Writer, lecturer, designer, 
consultant and, now, editor of Electron- 
ic Games, Arnie gives readers of Com- 
puter Game Review and CD-ROM 
Entertainment an insider’s look at the 
world of electronic gaming. This month, 
Mr. Interactive Entertainment confronts 
the biggest controversy in the history of 
electronic gaming.) 

Video games are ruining America. 

You probably didn’t know that until 
now, unless you, too, spent part of the 
holiday season watching the Senate 
video games hearings. | mean, it isn’t a 
conclusion the average person would 
reach through empirical observation or 
logical reasoning. 

Maybe you thought the ills afflicting 
our society involved complex issues like 
a multi-generational welfare system that 
makes people prisoners of dependency, 
and the corrosive effect of illegal hard 
drugs on overcrowded urban areas. You 
might even have mentioned the decline 
in literacy, the aging of the infrastructure, 
and the inadequacy of public education. 

You were wrong. 

Video games are the culprit. Senator 
Lieberman said that, and more, during 
his front-page performance. 

The U.S. has a tacky tradition of blam- 
ing society's problems on youth culture. 
Kid stuff makes a great scapegoat. It 
appeals to those who want simple 
answers to tough problems; it plays to 
adult ignorance about the youth culture, 
and kids have no political representa- 
tion. 

Rock music supposedly inspired vio- 
lence in the streets in the 60s. In the 
early 1950s, arrest reports often mention 
that “a quantity of comic books was 
found.” Every child who didn’t commit a 
crime that day probably had a stack of 
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comic books, too. Video games are just 
as popular today as comics were 40 
years ago. When a child acts out, it’s a 
safe bet that you'll find a cartridge con- 
sole in his or her room. 

The real question is whether games 
cause the anti-social behavior. That con- 
nection is unproven, and observation 
suggests that video gaming has a 
cathartic effect. Children, at the bottom 
of every hierarchy, build up a lot of frus- 
tration. Shooting a few space monsters 
affords a needed outlet for all that ten- 
sion. 

If video games inspired violence, then 
arcades, which have the most violent 
games, would be bloody battleground. 
They aren’t. There’s far more violence in 
schools. 

Allegations flew around the Senate 
chamber like paper airplanes at recess. 
The important thing, Senator Lieberman 
reiterated, was to safeguard young chil- 
dren from the harmful ravages of video 
gaming. He didn’t exhort children to “just 
say no,” but he emphasized his believe 
that a rating system for parental guid- 
ance was “only the first step.” 

Only the first step? 

The first step to what? 

The first step toward government cen- 
sorship of the creative arts and mass 
media. The digital highway promises 
unparalleled choice of electronic inputs, 
and the prospect of so much available 
data scares this nation’s control freaks. 

No one favors exposing very young 
children to overwhelming images of 
sadomasochism and degradation. 
Speaking against violence is like cham- 
pioning apple pie. 

Don't be fooled. The average Genesis 
owner is over 18 and the typical Sega 
CD user is 23, but accepting this reality 
would undercut the basis for government 
control. The existence of so many adult 
gamers, if conceded, would force 
acknowledgement that everything can’t 
be boiled down to suit 10-year-olds with- 
out abridging the rights of adults to read, 


PUTER CONFIDENTIA 


watch, and play. 

If the only goal is to protect children, 
then ratings are enough. Yet any such 
system is a bad substitute for parents’ 
personal evaluations of their kids’ read- 
ing and viewing. Ratings are the lesser 
of two evils. Mom and Dad shouldn't 
abdicate their responsibilities, but many 
do, so a rating system would make it 
easier to identify games that merit closer 
scrutiny. 

Ratings, yes, but not censorship! Sen- 
ator Lieberman showed how far he’d go 
during his dialog with witness Howard 
Lincoln of Nintendo. Both men clucked 
over a symbolic ad for The Untouch- 
ables like old hens. There was nothing 
violent about the ad, but then, Senator 
Lieberman thought a reference to “killer 
special effects” in another ad referred to 
felony murder. 

Dawn Wiener, president of the Video 
Software Dealers Association, and a 
mother of three, put it best during her 
testimony. She expressed concern 
about safeguarding children, but she 
demanded that it not be at the expense 
of our constitutional freedoms. 

The industry, spearheaded by Sega’s 
enlightened management, has already 
taken steps to create an independent 
rating board much like the one that 
assigns the motion picture ratings. A 
conference scheduled for Chicago in 
April should produce some concrete pro- 
posals. 

| expect the rating system, when it 
eventually arrives, will cover multimedia 
and computer entertainment as well as 
video games. Black box systems like 
3DO and CD-I have a wide appeal that 
includes kids, so everything will carry a 
rating code in the interests of uniformity. 

The danger of censorship has not 
abated. CGR readers must let retailers 
know that they want the full spectrum of 
available games, not just the ones sani- 
tized for pre-teens. If the rating system 
becomes an excuse from keeping more 
sophisticated games off the market, then 
interactive electronic entertainment will 
degenerate into a mere toy for toddlers. 

They'll have to pry the controller out of 
my stiff fingers before I'll give in to that. 
If you feel the same way, this is the time 
to speak. 

- Arnie Katz 
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Available in 3.5” HD Disk and CD-ROM formats. 
Contact your local software dealer or 
order direct by calling 1.800.644.9283 
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Do THE PROZINES WATCH 
WHAT THE FANZINES DO? 


ARNIE LOOKS AT THE PHENOMENON OF PRO MAGAZINES 
PICKING UP ON TOPICS EXPRESSED IN FANDOM. 


THE Voice OF GAMERS 
by Arnie Katz 


What | like most about fandom is how 
it gives individual gamers the chance to 
broadcast their opinions and insights to 
fans everywhere. There’s no better 
example of freedom of the press than 
fanzines. 

Over the last five years, I’ve also 
noticed that fanzines have a predictive 
aspect. Any topic that crops up in sever- 
al fanzines one month is almost certain 
to get spread across prozine pages the 
next. Fans are the most articulate and 
thoughtful segment of the gaming mar- 
ket, and there’s no doubt they serve as 
taste makers and conduits of information 
for all the gamers they know. 

This month’s new fanzines illustrate 
my point perfectly. So, instead of ram- 
bling my way down the page, let’s get 
right to the zines! 


Digital Press #15 

Edited by Joe Santulli 

44 Hunter Place, Pompton Lakes, NJ 
07442-2037 

Bimonthly, $1 per issue, 24 pages 

It’s one of the best, and this wide- 
ranging fanzine just keeps getting better. 
Whether your passion is the classic sys- 
tems or the latest games, Digital Press 
has articles and reviews of interest. 

This issue targets horror games. My 
favorite article was Joe Santulli’s “Bonus 
Points,” in which he modestly proposes 
games based on famous shlock horror 
movies of the past. Digital Press has 
always been informative, but Joe is 
developing a fannish reputation as a 
clever humorist. 

Another fine contribution is Kevin Ole- 
niacz’s survey of creepy classics. Any- 


one else remember Haunted House for . 


the 2600? Kevin does, and exhumes the 
cart with great skill. 
Joe Santulli may be the most knowl- 
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edgeable fan about old game collecting, 
and Digital Press bows to no fanzine in 
its coverage of this popular activity. Joe 
isn’t stuck in the past, however, and DP 
keeps up with the latest trends in hard- 
ware and software, too. 

lf there’s one fanzine I’d recommend 
to all gamers without hesitation, this is it. 


Fantazine #5 

Edited by Pat Reynolds 

1740 Millbrook SE, Grand Rapids, MI 
49508 

Frequent, $2 per issue, 32 pages 

This is the largest issue so far of a 
fanzine seemingly on its way to becom- 
ing a top echelon amateur publication. 
I'd look for it to get a Best Fanzine nomi- 
nation in 1994, if Pat keeps up the excel- 
lent work. 

| like the idea of interviewing fans. 
Tabitha Paige is the first subject in this 
series, and Jess Ragin is promised for 
next time. What | would like even more, 
though, would be for fans to express 
their personalities in a less structured 
way through their regular writings. One 
of the most appealing facets of Fan- 
tazine is that the editor comes alive in 
its pages. The editorial this time, 
answering those who decry the publica- 
tion of so many fighting games, is a note 
of sanity in a too-strident argument. 

Copious fanzine reviews are also part 
of the mix. Pat is trying to give space to 
all the zines he receives, and this is no 
easy job. After a few of these all-inclu- 
sive columns, | hope Pat will try review- 
ing individual fanzines in depth. 

There wasn’t quite as much Pat 
Reynolds artwork in this issue. Though 
the concept of a fanzine montage for the 
front cover is inspired, | hope Pat 
includes more of his drawings next time. 
And speaking of his next issue, drop a 
couple of bucks in the mail to Pat and 
get in step with one of fandom’s most 
dynamic titles. 


Uproar #7 

Edited by Michael Pittaro 

18 Old Coach Rd., Hudson, NH 03051 

Bimonthly, $1.50 per issue, 20 pages 

The latest issue is compelling testimo- 
ny to its editors unwavering commitment 
to constant improvement. Although 
some of the headings could be cleaner, 
the spiral-bound Uproar has become an 
attractive and well-written publication. 

Contents this time include a compari- 
son of video game systems, the history 
of the trailblazing multimedia coin-op 
Dragon’s Lair, an interview with George 
Takei, and an excellent dialog with Mike 
Palisano (editor of The Laser). 

Sometimes Uproar comes across as 
overly formal for a fanzine, but Mike Pit- 
taro is really finding himself as a fanzine 
editor. Try a sample and judge for your- 
self. 


Video Views #18 

Edited by Ulrich Kempf 

4732 Glenwood Circle, Emmaus, PA 
18049 

Frequent, $2.25 per issue, 18 pages 

Ulrich is one of the most experienced 
editors and writers in fandom, and in my 
opinion, one of the best. Video Views, 
which sports a Strider Il color cover, cov- 
ers all gaming platforms. 

For some reason, Al Giovetti has the 
same George Takei interview in two dif- 
ferent fanzines, a definite no-no. Fortu- 
nately there’s plenty of other pieces 
worth a read. You may not agree with 
Jeff Lin’s thoughts on fighting games or 
Sean Pettibone’s claims of memory 
waste in video game carts, but both arti- 
cles are highly entertaining and thought- 
provoking. 

Ulrich Kempf continues to turn out 
fanzines high in information and low in 
time-wasting feuds. You may not enjoy 
everything in every issue of Video 
Views, but there are always intensely 
interesting pieces. Don’t miss any more 
of them. 


Attention fanzine editors: If you’d 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every zine 
sent, and I'll try to describe as many 
of them as possible each month. 
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A CD-ROM game with some serious 
highs and lows. 

Your challenge—drive like mad to 
reach the highest point in each of the 
continental 48 United States! Whip out 
the map, plan your strategy and try to 


beat the world record! Blow past campy 
Bs 


roadside attractions, answer bizarre 
questions and chat with the locals. 


But don’t dilly-dally, 


get into high gear - 

and hitch a ride : 

to your local ue 
software dealer. MEDIA VISION 


EVERYTHING THAT LIES 


AHEAD IN 1994! 


PREDICTIONS ON THE YEAR TO COME AND SOME 
WISHFUL THINKING CONCERNING THE NEXT 12 MONTHS. 


Rather than the usual sort of rumors 
and news that are normally printed in 
this column, | thought it might be fun to 
offer up some predictions for 1994 as 
well as a sort of wish list, which is all in 
fun. So with turban firmly in place and 
crystal ball polished to a high-gloss 
sheen, here we go... 


¢ Origin, capitalizing on the trend of 
releasing ShadowCaster relatively on 
time, will ship Ultima VIII: Pagan within 
a month or two of its first quarter ship 
date. 

e The big media hype surrounding 3DO 
will prove to be a little more than the 
actual machine can deliver. Delays in 
producing software will turn more than a 
few consumers who have been 
promised great games away from the 
system since the software support will 
not be nearly as strong as was originally 
projected. 

¢ Accolade will announce that work has 
begun on a sequel to Star Control Il, 
much to the eternal joy of game players 
currently undergoing therapy for Pkunk 
withdrawal. 

e Vampire games will stop being all the 
rage after the release of Ravenloft, and 
the last half of the year will be character- 
ized by a tremendous influx of dinosaur 
games. The logic behind this is simple: 
one year after the major release of 
Bram Stoker’s Dracula on film, the 
gaming industry was greeted to half a 
dozen vampire games. Thus, about a 
year to fifteen months after the film 
release of Jurassic Park, dinosaur 
games will follow. Best guesses include 
a Jurassic Park game from Ocean, per- 
haps a We’re Back game and potential 
licenses of comic books Dinosaurs for 
Hire and Cadillacs and Dinosaurs. 
Chances are good there will be a couple 
of non-licensed dino-bashers as well. 

e Viacom will end up the eventual win- 
ner against QVC in the battle to pur- 
chase Paramount. 

e Since CD-ROMs are less expensive to 
produce, have an increased market 
share and cannot be pirated, the amount 
of “shovelware’” will increase dramatical- 
ly. Additionally, the number of simultane- 
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ous releases will also increase, offering 
gamers a choice of disk or CD-ROM 
without having to wait for the release of 
one of the two mediums. ! 

¢ The American Civil War will continue to 
be the hot military topic as several com- 
panies will announce new Civil War 
games. Sub simulations will also remain 
a current rage. 

e Along the same lines, in a move to 
increase the appeal of the genre, game 
manufacturers will overhaul the basic 
interface to military simulations, making 
them easier to get into for novice players 
without eliminating the complexity that 
die-hard sim lovers have come to 
expect. Increased pressure from con- 
sumers will also demand an improve- 
ment in military simulation graphics, ask- 
ing only that they look as if they were 
made for the VGA they require. 

e A number of games will attempt to 
become “The Next Tetris,” and nothing 
will come close as far as sales or mass 
appeal. Spectrum HoloByte will contin- 
ue to capitalize on the Tetris name by 
releasing another game in the genre. 

¢ Intel will actually produce and market a 
chip capable of 66 Mhz. 

¢ Electronic Arts will continue to sign 
affiliates, bringing the total up to a whop- 
ping twenty. 

e Plug-and-play hardware will come 
much closer to becoming a reality. 

e The Might and Magic series will con- 
tinue as New World Computing contin- 
ues to wow gamers with beautiful 
quests. Other manufacturers will begin 
adopting some of the interface ideas 
New World has presented. 

e Scads of cash will continue to pile up 
by the truckload in front of Bill Gates’ 
house despite the complete disappear- 
ance of Windows NT. “Chicago” will be 
released and become the new standard. 
e Interactive movies combining Holly- 
wood and silicon (and not in the implant 
sort of way) will become an increasing 
percentage of both the CD-ROM and the 
disk-based gaming market. 

e In an effort to maintain a larger pres- 
ence at the retail level, companies will 
continue to package games in boxes 
much larger than they need to be. 


WHAT WE’D LIKE TO SEE HAPPEN 


e The gang at Best Brains will get down 
on their knees and beg Joel Hodgson 
to return to Mystery Science Theater 
3000. 

e Disgruntled by a lack of software, Atari 
ST owners will sell their systems to per- 
formance artists who will smash them on 
stage and occasionally cover them with 
a creamy nougat. 

¢ Mario will still be missing. 

e Anheuser-Busch will finally admit they 
are wrong and start making good beer. 

e At an official White House function, 
President Bill Clinton will fly in a C-130 
filled to burstin’ with White Castle ham- 
burgers. 

e The next Carmen Sandiego game will 
be called Where in Hades is Carmen 
Sandiego? 

e Admitting that they have no legal right 
to tax the public, the IRS will give back 
all your money. 

¢ Manu Tuiasosopo will license his 
name for a new football simulation. 

¢ June will bust out all over. In a related 
move, winds will come sweeping down 
the plain, making the waving wheat 
smell sweet. 

e Virtual Valerie 2 will center not on 
prurient material but on making a really 
good chocolate cake. 

e The new industry buzzword will be 
“Butter. Heaping gobs of butter.” 

¢ CGR editor Steve Honeywell will final- 
ly succumb to pressures from his wife 
and get a haircut. A shave may be pos- 
sible as well. 

e Steve Purcell will be granted saint- 
hood. 

e A perfume with a name even funnier 
than Elizabeth Taylor’s Fragrant Jew- 
els will be marketed. 

¢ The next X-Wing add-on will be called 
“Kill ‘Em All, Let the Force Sort ‘Em 
Out.” 

e Money will mysteriously show up in the 
mail addressed to us. Everything from 
huge checks to little bits of change. This 
will give Ted enough cash to finally trade 
in his 286. 

¢« Pushing for the sequel market, QQP 
will release Lucky’s Merchant Adven- 
ture. 

¢ Kevin will stand on a high mountain 
with arms akimbo and laugh in the face 
of death. At least until dinner, featuring 
gobs of butter. 

¢ Piglet and Pig of Imagitech will buy us 
beers at CES. A sequel to Daemons- 
gate will be forthcoming. 

e Michael Jackson will finally slap some 
sense into his sister LaToya. 

e Visigoths will sack Rome. Again. 
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The F-14 —_ Simulation! 


It’s all up to you! The skies are swarming with bandits. 


Only you stand between the threat and your carrier 
battle group. 


Lock on your radar and launch the Navy’s advanced 
weapons to destroy the most sophisticated enemy 
targets ever developed for a MicroProse simulation. 
Roll, turn, climb, and dive to out-maneuver enemy 
aircraft using an artificial intelligence developed right 
out of Soviet and Third World military doctrine. 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles. 
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LINE OF 
DEFENSE. 


A computer-controlled wingman responds 
to your every command. And, you'll 

interact with strike packages that include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 


Featuring the latest in 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you'll pilot your 
F-14 through actual locations. 


Fleet Defender from MicroProse. We brought you 
the F-15 Strike Eagle, now try the F-14 Tomcat 
featuring the most authentically modeled F-14 
systems available anywhere outside of the Navy. 
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A POOR MAN’S GUIDE TO ~ 


COMPUTER SPORTS... 


THE MAGNIFICENT MicRO MEDIC ALSO EXPLORES THE 
WEIRD AND TWISTED WORLD OF DIGITAL SAMPLES. 


Hoya, seekers after knowledge, and 
welcome to the spacious virtual offices 
of the Game Doctor. We have a nice mix 
of hard and software-related queries this 
time out, so let’s get this visit underway. 
On the the Q’s... 


Q: | suspect I’m something of a rarity, 
Doc—a computer gamer who doesn’t 
make much money. It seems like most 
of the people who play games on com- 
puters are either wealthy or have a PC 
for work-related reasons (who else could 
afford this stuff?). | fall into the latter cat- 
egory, with regular access to a 486/DX, 
and MPC capability, so memory is no 
problem. But | am so sick of the games | 
have access to here at school; every- 
thing is several years old or PD. On the 
other hand, | can’t afford to buy more 
than one or two programs a month, so | 
can’t afford to buy any clunkers. 

| Know you'll probably direct me to the 
review section or something, but no sin- 
gle issue ever seems to look at the big 
picture. | want to hear what you think are 
the best games available on the PC in 
the following categories: baseball, foot- 
ball, basketball, hockey, and auto racing. 
No memory limitations, no format limita- 
tions, just flat out tell me which games 
are guaranteed to light my (inexpensive) 
fire. 

Victor Ayala 
Santa Cruz, CA 


A: Without getting into a long-winded 
spiel on the subject of PC gaming demo- 
graphics, Victor, suffice it to say that 
there are plenty of poor but enthusiastic 
players around. Also, no one can per- 
fectly predict what someone else will 
like. | presume that if you were looking 
for stat replay games, you would have 
mentioned it. Given that, these games 
all allow real-time player interaction. My 
pick for best all-purpose PC baseball 
game is Tony LaRussa Baseball II from 
SSI! from Don Daglow’s Stormfront 
design group; it has great graphics, is 
loaded with cool features, and offers 
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tons of realistic, stat-based options. It’s 
also hard to go wrong with Hardball III 
by Accolade. 

The Doc’s fave football game is 
Patrick Cook’s Front Page Sports Foot- 
ball Pro by Dynamix, an updated version 
of the original FPS Football with real 
NFL players. 

Basketball is very tough, but Bethesda 
should have NCAA Basketball II avail- 
able any day now, and that is, without 
question, the most gorgeous roundball 
simulation I’ve seen on any hardware 
platform (you can check out the letters 
section in this issue for a little more 
information about NCAA II). In Hockey 
there are only two choices: Gretzky 3 
(Bethesda, better for hockey purists. 
Gretzky 3 can be combined with the stat 
keeping and season options of Bethes- 
da’s other relatively recent entrant in the 
sporting arena, Hockey League Simula- 
tor 2) and NHL ‘94 (EA Sports), the 
mainstream choice. The best racing 
game I’ve seen lately on the PC is 
Papyrus Software’s IndyCar Racing, dis- 
tributed by Virgin Games. 

That should keep you happy—and 
economically occupied—for the next few 
months, eh, Victor? 


Q: What is “sampling”? I’ve heard it 
used to refer to stuff in records, to key- 
boards, and to computer sound systems. 
When they say a sound card has good 
samples, what does it mean? 

Les Frear 
Albany, NY 


A: Sampling essentially refers to 
sounds recorded digitally from another 
source. For example, if | have you speak 
your name into a microphone, and | 
record it as a digital file, | have just 
“sampled” your voice. Once it’s been 
digitized, | can slow it down, speed it up, 
or use it to produce musical notes. In 
records, “sampling” generally refers to 
the use of a previously recorded musical 
segment which is recycled by a later 
artist. In keyboards and sound cards, 


sampling generally refers to the quality 
of the system’s musical voices. For 
example, Ensoniq is generally regarded 
as having the best samples in the PC 
sound card business. This has a lot to 
do with the fact that Ensonig is the num- 
ber two manufacturer of keyboards, right 
behind Korg. As a result, they have col- 
lected some great samples over the 
years, and so their piano “voice” sounds 
just like a piano, the organ sample 
sounds like an organ, and so on. The 
term comes from the idea of taking a 
small piece of an object for purposes of 
testing and experimentation; in this 
case, the objects are sounds. Got it? 


Q: Here’s the problem: | have a 
486DX2/66 system with 8 megs of RAM. 
| bought a dual speed Toshiba CD-ROM 
and Media Vision’s Pro Audio Spectrum- 
Studio sound card. With this sound card 
and CD drive, | was able to configure my 
system with 615K of RAM. 

| then purchased the new Sound 
Blaster 16 SCSI 2 to run my drive—l 
liked the Creative Labs products before 
and wasn’t happy with the Studio. Now 
the most | can squeeze out of my sys- 
tem is 589K RAM. Both cards use a 
SCSI interface to run the CD-ROM drive; 
why would there be such a difference? 
Is there anything | can do to get more 
out? 

Rich La Porte 
Holbrook, NY 


A: | conferred briefly with the Doc’s 
resident sound card guru—Rich Heim- 
lich, back for his second issue of consul- 
tation in a row (man, | hate this fee-split- 
ting!)—and he says it’s a pretty simple 
matter. The reason the Sound Blaster 16 
uses more memory is because, while it 
offers a superb chip set, it also uses 
larger drivers; hence the greater need 
for memory. 

Our audio avatar also guessed that 
you're using DOS 5, which doesn’t han- 
dle this kind of thing very efficiently. 
Either load this stuff high, or, better still, 
get a good memory manager to handle 
the job. 


That's a wrap, folks. Send those ques- 
tions, comments, etc. to: 
The Game Doctor 
330 S. Decatur, Suite 152 
Las Vegas, NV 89107 
Aloha. 


OTHER GAMES MaAy TALK. 
THIS ONE HAS A VOICE. 


Star Trek: The Next Generations 
PATRICK STEWART 


In 


The Throne of Chaos 


\ ith Patrick Stewart as the voice of King The Dark Army is on the move, led by the shape- 
Richard, Lands of Lore has a royal advantage over shifting sorceress Scotia—and each time you 


other fantasy meet her she'll be more powerful and terrifying 


games: An than the last. But your powers can grow, too. 


actor of real Experienced-based character development makes 


authority in great warriors of those who take arms (in real-time 


a role of combat) against a sea of indescribable monsters 


authority, at 
the head of a 


huge cast of 


and makes mighty 
wizards of those 
who cast Larger- 


Than-Life spells. 


Explore ancient 


heroes and villains who speak, rant and roar 
their way through the most vocally interac- 


tive role-playing castles, living 


adventure yet forests, hidden lairs, bustling towns, haunted 
devised. (A mam- caverns, through 30 enchanted 
moth 130 MB of levels made vividly real by more 
digitized speech than 20 MB of compressed art 
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LANDS OF LORE: THE THRONE OF CHAOS is a trademark of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd 


It's been an interesting year, and 
there’s been a lot of great software 
released. The following pages contain 
what we think are the best games of the 
year in a number of categories as well 
as a few awards handed out just for fun. 
Some of the decision were easy, some 
were difficult. So without further ado, 
here are the games of ‘93... 


IMULATION GAME 
OF THE YEAR | 


3? 


1. X-Wine sy LucasArts 


2. TORNADO BY SPECTRUM HOLOBYTE 
3. PRIVATEER BY ORIGIN SYSTEMS 

There are those, of course, who will 
argue that X-Wing is not a true simula- 
tion, saying instead that it is an action 
game. To them we say “Shame! 
Shame!” X-Wing is a simulator and it’s a 
darn good one. The fact that it is a simu- 
lation of a craft that doesn’t exist in reali- 
ty doesn’t change the fact that it is, at its 
core, a flight simulator. While it wasn’t 
perfect, it did capture the mood and fun 
of the three Star Wars films. 

For the die-hard flight sim player who 
cares about accuracy, Tornado is tough 
to beat. In addition to being an excellent 
simulation, the mission builder is incredi- 
bly easy to use. Privateer (see above for 
an arguement as to why this is a simula- 
tor) provided an actual economic struc- 
ture in the Wing Commander universe 
and provided lots of action as well as a 
need for good business sense. 


CTION GAME 
OF THE Y 


"Gee TE 


1. Space HULK 
BY ELECTRONIC ArTS 


2. WALKER BY PSYGNOSIS 
3. PRINCE OF Persia Il 
BY BR@DERBUND 


In addition to being a great action 
game, Space Hulk had great digitized 
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AROUND THE YEAR IN JUST 


EIGHT PAGES! 


CGR TAKES A LOOK BACK AT THE BEST GAMES AND 
SOME AMUSING INCIDENTS OF 1993. 


comments, a great story and great ene- 
mies to shoot at. You had to plan your 
attack intelligently, and while much of 
the game consisted of walkling through 
creepy corridors, when the Genestealers 
attacked, the action got pretty intense. It 
was also one of the first games in which 
it wasn’t terribly difficult to control more 
than one character at the same time. 
You can’t get much closer to an 


arcade game on a computer than Psyg-’ 


nosis’ Walker. Climb into your mecha- 
nized death machine and start shooting 
everything that moves. Great action, 
good graphics and excellent animation 
brought this title to the forefront. Broder- 
bund’s Prince of Persia || offered 


tremendous graphics and fluid animation 
along with a good story and simple to 
use controls. 


bt, 
i 


wat 


Sam & Max 
BY LucasArts 


2. ALONE IN THE Dark BY le MOTION 
3. DAY OF THE TENTACLE BY LucasArts 


1. 


It's been a good long time since we 
laughed at a computer game as hard as 
we did at Sam & Max Hit the Road. In 
fact, we’ve never laughed that hard. In 
addition to providing a good quest and 
lots of places to explore, Sam & Max 
had us gasping for breath because we 
were always cracking up at the subtle 
and not-so-subtle wisecracks of our two 
heros. This game drew a huge crowd 
around the CGR offices from the staffs 
of other magazines. It kept us here late 
and brought us in on the weekends. 
That says it all. 

Alone in the Dark was a whole new 
way to look at adventure games. There 
was a good deal of arcade action in it, 


considering that you controlled every 
aspect of the main character including 
every step he or she took. The unique 
graphics and creepy house helped, too, 
as did the superlative mood-setting 
music. Day of the Tentacle was another 
laugh-fest, again thanks to LucasArts. 
The sequel to the original Maniac Man- 
sion brought back the characters we 
knew and loved from days past, 
improved the look, and gave us the 
whole first game as a sub-game includ- 
ed in the confines of DOTT. That’s nifty! 


1. DAEMONSGATE 
By EID 


2. Word of XeEeEnN BY New Worip 
3. SHADOWCASTER BY OrIGIN SYSTEMS 


Can you say impressive? We can, and 
we pronounce it “Daemonsgate.” While 
the graphics and sound were nothing to 
write home about, the actual game itself 
was nothing short of incredible. Thou- 
sands of people to talk to, each with 
their own knowledge base, a magic sys- 
tem that made sense, unique solutions 
to problems and a real sense of role- 
playing (instead of just killing) made this 
game, in our opinions, the cream a very 
rich RPG crop in 1993. 

Clouds of Xeen was good, Darkside of 
Xeen was good, but World of Xeen com- 
bined the two, added a third quest anda 
third ending and did it for no additional 
cost. High quality visuals improved an 
already excellent engine and interface. 
Origin built on the success of the two 
Ultima Underworld titles for Shadow- 
Caster and the result was a great combi- 
nation of fighting and puzzle-solving with 
some cool shapechanging effects 
thrown in for good measure. 


MILITARY IMULATION 5: 
OF THE e VERB. “ey 


7 


= | WARLORDS Il ey SSG 


2. THE GREAT War sy SSI 
3. FLIGHT COMMANDER BY Bic TIME 


Sure, it’s a fantasy game, but Warlords 
ll is also a straight military sim. There’s 
no empire building here, you just go 
attack castles, wipe out the enemy and 
build up your troops. Excellent Al helps 
this game tremendously, and while you 
can't play over a modem, you can have 
a bunch of people playing at the same 
computer system. Tons of options, 
increased complexity and a simple inter- 
face make Warlords || a high-water mark 
for military simultions of any sort to 
shoot for in the future. 

SSI’s The Great War was less of a war 
game than it was a game about war. 
Instead of offering realistic objectives, 
Great War is more stylized, giving the 
player more of the feel of World War | 
rather than an actual military experience. 
It makes for a unique and interesting 
strategic battle. Flight Commander offers 
something quite similar, in the sense 
that it gives the player the feel of control- 
ling, at a tactical level, a squadron of air- 
craft. No arcade experience is neces- 
sary to shoot down enemy planes in this 
unique military simulation. 


1. SimCity 2000 
BY Maxis 


2. CAESAR BY IMPRESSIONS 
3. SYNDICATE BY ELECTRONIC Arts 


SimCity was one of those break- 
through games that caused the comput- 
er gaming community to rethink virtually 
everything it was doing. While there 
have been several Sim- games released 


since then, none of them have recap- 
tured the pure enjoyment that SimCity 
2000 does. Using the original game as a 
template, SC2K added tons of new fea- 
tures, killer graphics, good music and 
sound effects and some very tough sce- 
narios that should give amatuer city 
planners headaches for the months to 
come. And even if the llama jokes got a 
little old, it's hard to not love a game that 
lets you name your schools, stadiums 
and police departments whatever you 
want to call them. 

Caesar by Impressions provided a 
challenge similar to the original SimCity 
but added some great enhancements. 
The addition of military units and the 
knowledge that your section of the map 
was just part of an entire empire added 
greatly to the experience, as did the abil- 
ity to run more than one city at the same 
time. EA’s Syndicate, an action game in 
parts, was really a contest of controlling 
the world through intelligent use of 
research funds, equipment and bio-engi- 
neered humans. Highly detailed visuals 
and a great control scheme helped set 
this game apart from the rest of the 
pack. 


PORTS/GAMBLING | ANE 
OF THE YEAR™ 
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Pevtatte 


1. Lucky’s CASINO 
ApvveNnTurRE By QOP 


2. Worip Circuit BY MicROPROSE 
3. FPS FOOTBALL Pro BY DYNAMIX 


It's reviewed in this issue. It’s new. It’s 
exciting. In all seriousness, Lucky’s 
Casino Adventure may be the perfect 
casino simulation, or as near to perfec- 
tion as we are likely to see for the next 
several years. While it doesn’t have the 
level of detail or help that some gam- 
bling games have, it does provide more 
types of gambling games than any of its 
competitors. The real breakthrough on 
this title is that it solves the one problem 
gambling simultions have; you aren't 
really playing for anything, and if you run 
out of money, you just start over. With 
LCA, those three-week vacations can be 
tough to get through! 

World Circuit offered perhaps the best 
look at a racing simulation we've seen in 
awhile. Nice graphics helped it out, but 


the real reason World Circuit made it 
onto this list is that it came with lots of 
tracks, offered you the chance to start 
your own racing team, and allowed you 
a decent shot at winning without mess- 
ing with the gear ratios. Dynamix 
revamped Front Page Sports Football 
with some cool additions and made the 
game much better than the original, 
which was quite a feat considering just 
how good the original FPS Football was. 


PuzzLe GAME 
OF THE YEAR 


1. Even More INCREDIBLE 
MACHINE BY DYNAMIX 


2. LEMMINGS 2 BY PSYGNOSIS 
3. THE Lost VIKINGS BY INTERPLAY 


The Incredible Machine was our puz- 
zle game of the year for 1992. The Even 
More Incredible Machine took the basic 
idea of TIM, added a bunch of new tools 
to use and a hundred or so new puzzles. 
Thanks to Dynamix, we all lost a lot of 
sleep and a little bit more of our sanity 
because of some of these brain-ben- 
ders. The free-form mode adds to the 
game, and when we’re frustrated by 
something, it gives us a chance to feed 
an endless stream of Mels into the gap- 
ing maw of an alligator. This game even 
hooked people in our office who general- 
ly hate puzzle games. That’s the mark of 
a truly exceptional product, and TEMIM 
hits it. 

Not many games have been as impor- 
tant to this industry or as popular as 
Lemmings. When Psygnosis created a 
sequel, they knew that something spe- 
cial was required, and that’s what they 
made. Lemmings 2 recreated the fun of 
Lemmings and did it twelve times over 
by creating twelve different varieties of 
the dumb little critters that walk off cliffs 
and into traps like, well, lemmings. Inter- 
play’s spin on the Lemmings idea was 
The Lost Vikings where three lost souls 
had to combine their abilities to get 
through levels that became increasingly 
difficult as time went on. Some of these 
levels are downright nasty! We played it 
incessantly for weeks. 


Turn the page for our take on some 
of the other winners in 1993! 
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BY PAPYRUS 


2. FLASHBACK BY SSI 
3. ALONE IN THE Dark By Ile MOTION 


Car racing sims, and really, most 
games in general are going to need to 
take a look at what Papyrus has done 
for game graphics with IndyCar Racing. 
The visuals of this game are close to 
watching a race on television. The vari- 
Ous camera angles available in the 
replays only add to the overall visual 
experience. 

For nearly flawless animation, you 
can't get a lot better than Flashback. 
Characters moved fluidly and looked 
great doing it. Alone in the Dark is admit- 
edly very stylized, but the game ani- 
mates so well that it's hard to pass up on 
a list like this. Anyway, after an hour or 
two, the polygonal look of AITD starts to 
grow on you, and everything begins to 
look a little more Picassoesque. 


PRIVATEER BY ORIGIN 


2. RETURN TO ZoRK BY ACTIVISION 
3. TASKMAKER 2.0 sy Storm IMPACT 


True, you did have to use the speech 
pack to get all of the great speech Origin 
included with Privateer, but it was worth 
the extra shekels to pick it up. What 
makes the voices so great in Privateer is 
that they don’t sound like they were 
done by the same people that show up 
in a lot of movies they show on late-night 
cable. In other words, they were right on 
as far as acting ability and intensity. The 
Retros really sound like religious fanat- 
ics and the pirates sound like pirates. 
Additionally, if you managed to blow one 
of them up in mid-sentence, they didn’t 
finish talking and then explode. They just 
got cut off. That’s all you can ask for, 
and Origin delivered in spades. 

Return to Zork also featured great 
speech all the way through the game. As 
you'll see later, it also contained a few 
comments we found amusing to repeat. 
The voices were well done throughout 
the title. TaskMaker 2.0 also contained 
voices made great by the fact that they 
were so ernest in their comments. 
Again, as you'll see in a couple of 
pages, TaskMaker was a game whose 
sound was as good as the software it 
came in. 
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He Best OF ? 


ALONE IN THE DARK | 
BY le MOTION | 


2. SAM & Max sy LucasArts | 
3. PAX IMPERIA BY CHANGELING 


The music in Alone in the Dark was 


one of the major reasons it was sucha | 


great game. It set the mood and tone of 
the title, changing at times to reflect new 
events on screen. What moved it to the 
top of this list was that occasionally, it 
would fake you out by changing to the 
“enemy coming” music when there was 
nothing there. That’s just sneaky enough 
to keep you on your toes when playing. 
Sam & Max had music that helped 
bring the gamer into the psychotic world 
of the two freelance policeanimals. And 
hey, Wak-a-Rat had it's own song. How 
can you go wrong with that? Pax Imperia 
also had tremendous music that only 
popped in at certain times and faded 
quickly back. It had the perfect futuristic 
feel that a game designed around inter- 
stellar colonization should have. A big 
round of applause goes to Elliott 
Jacobowitz for writing the tunes in PI. 


Viost REPLAY VALUE 


DUNGEON HACK 
By SS 


2. Wartoros Il sy SSG 
. Lucky’s Casino Apventure BY QOP 


Can you really argue with Dungeon 
Hack, a game that provides limitless 
dungeon quests that vary according to 
your wishes? Finish it once, and you can 
replay it with an entirely different set of 
parameters. With the number of vari- 
ables you can effect, you can play a dif- 
ferent dungeon every month from now 
until far into the next millennium. That’s 
the definition of replay value, and Dun- 
geon Hack has it. 

Warlords Il, in addition to the various 
maps that came with the game, con- 
tained a randomizer that provided you 
with a new map every time. Of course, 
as far as replay is concerned, it helps 
that the game is as solid as Warlords II 
is. Lucky’s Casino Adventure offers 
dozens of different games, seven differ- 
ent tournaments and those three week 
vacations. The game scores on replay 
since you can always try a whole new 
tactic on vacation and since its fun to 
play even if you don't try something new. 


me) oF THE Y 


BEST INTRODUCTION 


. THRONE OF CHAOS 
BY VirciN GAMES 


2. FREDDY PHARKAS BY SIERRA 
3. SYNDICATE BY ELECTRONIC ARTS 


_ Lots of games have good introduc- 
tions. Since this is what the player sees 
first upon entering a game, companies 
generally put effort into making it is 
impressive as possible. Lands of Lore: 
The Throne of Chaos had an intro that 
did more than set the tone for the com- 
ing adventure. It was downright creepy 
the way Scotia acted to set the plot of 
the game in motion. 

We've all heard theme songs, but only 
Freddy Pharkas, Frontier Pharmacist 
gave us a sing-along complete with a 
bouncing ball and some really funny 
lyrics. Syndicate’s opening created an 
excellent feel for the cyberpunk game, 
as it showed the kidnapping and subse- 
quent bio-engineering that turns an ordi- 
nary civilian into a semi-human cyborg 
capable of carrying out deadly missions 
deep in enemy territory. Besides, we 
liked the groovy chrome cars that zip by 
at the start of the intro sequence. 


- SAM & Max 
By LucasArts 


2. DARKSIDE OF XEEN BY New Worip 
3. RETURN TO ZORK BY ACTIVISION 


It's a game ending! It’s a shooting 
gallery! It's a game ending! It’s a shoot- 
ing gallery! Hey, you’re both right. It’s a 
game ending and a shooting gallery! 
LucasArts gave us an interactive intro 
with Indiana Jones and the Fate of 
Atlantis and gave us an interactive end- 
ing with Sam & Max Hit the Road. As the 
credits roll, our two heros can knock- 
down wave after wave of shooting 
gallery targets (some of which are 
vaguely familiar). Once the credits stop, 
you can keep playing! 

Darkside of Xeen continues the tradi- 
tion of New World Computing’s RPGs 
having tremendous endings. Really, it 
was tough to decide between Darkside, 
Clouds and World of Xeen. Return to 
Zork showed us the results of our 
actions in the GUE, gave us a nice shot 
of all of the characters and everything 
coming back to life. And we got to see 
Flood Control Dam #3 again! 


NiOsT ORIGINAL 


PusH-Over BY OCEAN 


2. COASTER BY DISNEY 
3. UNNATURAL SELECTION BY MAXisS 


Remember setting up dominoes in a 
row, pushing over the one on the end 
and watching them all fall over? That 
was Push-Over, although there was 
more to the game than that. Some of the 
dominoes had special abilities like split- 
ting in half, repeating or delaying before 
they fell over. Since each level was also 
timed, and since you had to find a way 
to make it to the exit, the challenge was 
very great to complete the dozens of 
boards included. 

We’ve seen a lot of simulators, but 
never anything quite like Coaster. In this 
sim, you don't drive or fly, you just sit 
and ride on the rollercoaster you’ve just 
designed. It was lots of fun to see how 
many loops you could get the coaster to 
do in a row. Life simulations have been 
around for some time, but none of them 
have included the military aspects or the 
laboratory feel of Unnatural Selection 
from Maxis. 


Wartoros Il sy SSG 


2. Word of XEeN BY New Worip 
3. Uttima VII Part 2 By Oricin 


When you are talking sequels that 
came out this year, it’s kind of hard to 
pass up on the game that took our 
award for being the best military simula- 
tion of 1993. Warlords |] added a bunch 
of new options from the already excel- 
lent original game. The graphics were 
superb, the music was good, the voice 
was well done and the Al is nearly 
unmatched in similar games. Warlords II 
has earned itself a permanent place in 
our library and on our hard drives. 

When does four plus five equal six? 
When you take Might and Magic: The 
Clouds of Xeen (which would have been 
M&M 4) and The Darkside of Xeen and 
put them in the same directory on your 
hard drive. This creates World of Xeen, 
one of the better RPG’s of the year. Ulti- 
ma VII Part 2 gave us an extra glimpse 
at the Guardian and paved the way for 
Ultima VIII. It served as the perfect in- 
between for Ultimas VII and VIII and 
sated fans and devotees of Britannia 
until Lord British can release Pagan. 


B-Wina sy LucasArts 


2. OPERATION: SCOUR BY BETHESDA 
3. Pessie BeacH BY Access 


X-Wing is a great simulation (or action 
game, depending on your point of view), 
so it makes sense that the add-on disks 
would be equally exciting. We liked B- 
Wing a little better than Imperial Pursuit 
only because it not only offered twenty 
new missions, it also included a new 
ship, six new historical missions (includ- 
ing a what-if run on the Death Star) and 
a new Pilot’s Proving Ground. It was 
tough and we like that in an add-on. 

Terminator 2029 walked away with a 
couple of these awards last year, and 
Operation: Scour did not disappoint. It 
provided similar action in the context of 
a whole new storyline. Links 386 also 
walked away with some 1992 year-end 
awards, and it makes sense that the 
many courses Access has provided for 
the game are of great quality. We chose 
Pebble Beach for several reasons, the 
primary one being that using this disk is 
the only way we'll ever be able to afford 
playing PB. It’s the best of a very high- 
quality group of courses. 


Te)’ 


Myst sy BRSDERBUND 


2. THE 7TH Guest BY VIRGIN GAMES 
3. DRACULA UNLEASHED BY VIACOM 


When we first saw Myst, it awed us. 
Graphically, it’s nearly impossible to 
match. It also has a pretty long quest 
that makes you cover a lot of ground 
and think about what you’re doing all of 
the time. The very strange ending was 
also a bonus. While the puzzles are 
good and the audio is excellent, the real 
exciting thing about Myst is the quality of 
the visuals and the overall scope of the 
game. 

The 7th Guest was a new benchmark 
for CD-ROM software when it was 
released. Eye-popping graphics, creepy 
sound effects and see-through ghosts all 
brought the puzzles and brain-teasers to 
life in the Stauf mansion. Viacom New 
Media once again showed us the real 
reason that CD-ROM gaming is exciting. 
With video quality that surpasses every- 
thing else on the market, Dracula 
Unleashed offered horror and a little 
blood along with live action. 


Best windows game--Is there really 
a question about what game gets 
this award? Microsoft Arcade was by 
far the best Windows game of the 
year, since it allowed all of us to 
relive our misspent teenage years of 
pouring quarters into Asteroids and 
the like. Nothing else comes within a 
mile of this one. 


Best Multi-Player game--This one 
was a little tougher to call. While we 
think that Shadow of Yserbius is a 
better multi-player game than either 
Flight Simulator Toolkit or Warlords 
Il, it has the unfair advantage of 
requiring that you go on-line to finish. 
Call it a toss-up between these three 
games. 


Best comment from a reviewer 
that we couldn’t print--In his very 
first issue reviewing games for CGR, 
Ted tried to slip in the comment 
‘[This game] has cataracts, scabies, 
arthritis and the gout.” Do you get 


' the feeling he needs to be reined in 


every now and again? 


Best toy we got sent with a game-- 
Occasionally, a company will send a 
toy with the game they mail us. 
While we got several this year, our 
favorite was the box of red cocktail 
swords Br@derbund sent us with 
Prince of Persia Il. 


Best T-shirt we got sent with a 
game--Like toys, sometimes we get 
t-shirts. This year, the best one was 
the Speed Racer shirt we got from 
Accolade. It was Ted’s turn for a 
shirt, too. The lousy bum. 


Best death scene in a piece of 
software--The crashes and explo- 
sions in Rebel Assault are awfully 
tasty. On the other hand, the multiple 
gunshot wounds that pin you to the 
wall in Terminator: Rampage are 
equally tasty. The nod goes to Ram- 
page only because the initial death is 
followed by nuclear holocaust and all 
sorts of video badness. 


Best game within a game--Wak-a- 
Rat in Sam & Max Hit the Road. 
‘Nuff said. 


Software that had names that 
gave us no end of pleasure to say 
out loud--Nanotank! MegaZoom! 
Morphman! And finally, for sheer 
shock value and potential, Severed 
Heads. 
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a Game most frequently quoted by the 


- were some really good ones out there. 
_ Runners-up include Leisure Suit Larry VI 
(in the scene on the beach, the back- 


Kasparov's Gambit (“I’m not so 


ting this award is whether or not we can 


menting “Hey! What is it?” 


CGR staff--This was a toughie. There 


ground music goes “You.. Me.. Babe”), 


sure...that you're on the right track now. 
But he has a strong reply.”), and Return 
to Zork (“Want some rye? ‘Course ya 
do!” Incidently, this can be used in virtu- 
ally any situation. For example, “Kevin, 
want some lunch? ‘Course ya do!”). 
However, the yardstick of a game get- 


get Tim, our copy editor, to repeat a 
game comment. Thus, this year the cov- 
eted quote award goes to TaskMaker 
2.0, since Tim was often heard com- 


Game name that makes the best 
acronym--Again, some good ones out 
there. For the double entendré fans, we 
offer S&M (Sam & Max) and COX (Com- 
panions of Xanth). Farmers will appreci- 


~ate MOO (Master of Orion). Chemists 


and those who really like the metal part 
of the periodic chart will thrill to FE (Fan- 
tasy Empires). And finally, anyone who 
has a wok in their kitchen will not want to 
pass up SOY (Shadow of Yserbius). 


Best return to our childhood--Not 
Microsoft Arcade, but Speed Racer from 
Accolade. The opening credits (“Speed, 
you can be a great driver but you can 
also be a great man.”) made us all think 
of the hours we spent plastered in front 
of the television watching Speed and 
Racer X battle it out. 


Best timing--QQP gets the nod for this 
as well as our eternal thanks for being 
gracious enough to send us a copy of 
Lucky’s Casino Adventure less than a 
month before we head to Las Vegas for 
Winter CES. Now that we have confi- 


dence in our gambling styles, we’re all 


set to lose our shirts. If we end up in the 
poor house, it’s all QQP’s fault for get- 
ting our hopes up with those very forgiv- 
ing slot machines in LCA. 


_ Most shocking experience--As was 


related in an editorial a couple of months 


ago, Steve was sitting at a computer, 
minding his own business when the 


computer decided it didn’t want to be 


_ played anymore. A loose wire came in 
~ contact with the motherboard and short- 

ed it out, causing the system to go 
 *POPI”” 3 
_ unscathed, but he did look a little bit like 


Steve escaped virtually 


ae ya Albert Einstein for a OURS of days. 
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Kevin’s Top TEN OF 1993 ‘ 


The best games of 1993 were marked 
by significant os nag from their aver- 


age fellows, We een Styne intent 


sArt 
on its ear. Bee ceuacl ani funny plus 
solid play value; great intro and ending. 


2. Warlords 2 by SSG-Impossible to 


karound 


stop playing. Ever. Plenty of play 
options and strong Al keep you coming 
back for more fantasy warfare. 

3. Alone in the Dark by leMotion— 
Never play it alone in the dark. Set new 
standards for mood-inducing music and 
graphics; short length was its only flaw. 
4. Master of Orion by MicroProse— 
Great economic/military/strategic/buil- 
der. Best design-your-own-ship game. 


Because of my 286 at home, | didn’t get 


-much of an opportunity to play the 


games of early ‘93. However... 
1. Daemonsgate—Even if the graphics 


are sort of cartoony, this game easily 
_ tops my list. Over 150 hours of challeng- 


ing play! Thanks, Imagitec! 


2. Sam and Max Hit the Road- 


LucasArts hit home with this game from 


_ the ultra-talented Steve Purcell. : 
3. The Even More Incredible Machine— 


Dynamix gave me loads of logic puzzles, 
and wit to boot. 
4. SimCity 2000—Maxis’ original doesn’t 


even come close (except that you can 


play it on a 286). 


5. Microsoft Arcade for Windows—_ 
There’s nothing quite like capturing back 


a piece of your misspent youth. 


Over the last three years, I’ve found it 
increasingly difficult to cull the flock 
down to just ten. However, I’ve perse- 
vered. Here they are... 

1. X-Wing by LucasArts--While it did 
have the problem of unrealistic mission 
goals, | played X-Wing straight through 
twice in about 2 weeks. 

2. Warlords Il by SSG--I still play it. It’s 
got great Al. It’s completely absorbing. 
3. Privateer by Origin--Wing Comman- 
der plus Elite makes a truly great gam- 
ing experience! 

4. The Even More Incredible Machine 
by Dynamix--T|IM was an instant classic 
that TEMIM added to. It was much 
greater than the sum of its parts. 

5. Sam & Max Hit the Road by Lucas- 
Arts--Perhaps the funniest game | have 
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ly developed builder. — 


5. X-Wing by LucasArts-—Brilliant 
space combat engine marred only by 
unrealistically stringent missions. 

6. Space Hulk by EA—Great conversion 
from the boardgame; tense tactical 
action in utterly hostile territory. 

7. SimCity 2000 by Maxis—Shot new 
life into the best sim game ever. 

8. Daemonsgate by EID-—Leapt out of 
mediocre graphics with huge size, depth 
and realistic fantasy stories. 

9. Betrayal at Krondor by Dynamix— 
Look! great stories can produce good 
games; not perfect, but not afraid to be 
different from its fellows. 

10. The Even More Incredible 
Machine by Dynamix—Unabashedly dif- 
ferent kind of puzzle game; will demand 
nonlinear munreng. 


6. Dark Sun-Shattered alte | 


_ RPG kept oe glued to my screen er - 
days on end. 


7. X-Wing-Yet another buliart game ) 


from LucasArts, cheerfully loaded onto — 
my 386 where | used to work. 

8. Privateer—Origin. delivered a beauiny 
(and well-wearing) piece of software that — 
has a little bit of everything. _ 

9. Master of Orion-MicroProse scores 
in my top ten for delivering this beautiful- : 
10. Return to Zork-A trip. one mory 
lane (straight to Flood Control Dam #8) 
from Infocom. 


~ Honorable Mention: ‘Star Gontral i 


Although Accolade put this | game out in 
‘92, | spent most of a month. playing it 
this year. N.B.—Sequel! Beata a 


STEVE’S Top TEN OF on 


ever seen, Sam & Max won me over by | 
keeping me in hysterics | 
6. Heirs to the Throne by QaP--An 
incredibly simple game, HT° has given | — 
me no end of pleasure with the incredi- 
ble number of variables. 
7. Space Hulk by Electronic Arts-- i 


How can you not love a game that | 


includes comments like “The lls is J 
an abomination?” tL. 
8. SimCity 2000 by Maxis--SC2K is Tr 
without a doubt the best non-war build- | — 
ing gameinexistence barnone. — |. 
9. Alone in the Dark by l*Motion-- - 
Really cool animation combined with a | 
story straight out of Lovecraft. Excellent. 


10. Caesar by Impressions--For a mili- | _ 


tary builder, Caesar ranks oldie the |. 
best ever piSyaerss 7 


We have been asked over and over why we don’t run 
reviews of older games or “classic” software. While there are a 
variety of reasons for this, the main one is that in the limited 
space we have available for a given issue of CGR, we like to 
dedicate as much of that issue as possible to new software 
titles, news, hardware products and the like. Older games, 
while still out there and still entertaining in many cases, don’t 
fit the bill as far as news is concerned. However, we recognize 
the fact that a lot of the readers of CGR are new to games or 
are new to this magazine. Because of this, and because we 
like to think our reviews are helpful, we’ve compiled the list on 
the following three pages. This contains all of the games we’ve 
reviewed in the previous 30 issues of CGR. 

Rather than seperate the games according to who reviewed 
what, we’ve simply alphabetized the entire list. As an aid, we 
have color-coded the different reviews. The scores that appear 
for each game will be in the appropriate color, the leftmost box 
representing the reviewer at the top of a given page, the right- 
most representing the bottom reviewer, who, without excep- 
tion, is Steve (has he really been here that long?). CGR hopes 
this list will come in handy for anyone shopping for some 


oldies but goodies. Enjoy! 


Alex-- Kevin-- Rick-- Ted-- 
Dave-- Mike-- Steve-- 

Game Company Issue Scores 

4D Boxing Electronic Arts Nov.‘91 94 82 95 
7th Guest Virgin Games Jun.93 41 98 90 
A320 Airbus Thalion Sep.'93 66 85 64 
A.T.A.C. MicroProse Feb 93 2 73 79 
A-Train Maxis wun. 92. 88 93 78 
AV8B Harrier Assault Domark Apr. 932. 8 80 80 
Abandoned Places Black Pear! May‘93 > 76 78 
Aces of the Pacific Dynamix Jul. ‘92 90 95 92 
Aces over Europe Dynamix Jan.‘94 91 90 90 
Action Sports Soccer MicroLeague van. 93 74 77 73 
Agony Psygnosis Jun. 92 7/2 68 73 
Air Bucks Impressions Oc. 92 87 90 88 
Air Duel MicroProse Aug. 93. 72 70 68 
Air Force Commander Impressions Sep. 92 /2 80 82 
Air Support Psygnosis Dec. 92 65 61 58 
Air Warrior Konami Feb. 93 7/3 85 72 
Airline Transport Pilot subLOGIC Jan. ‘93 66 98 68 
Alone in the Dark leMotion Mar. 93 93 95 94 
Amarillo Slim 7 Card Stud _ Villa Crespo Sep. 92 75 74 73 
Amazon Access Software Dec.‘92 ~~ 88 83 
Ambush at Sorinor Mindcraft Jun. 93 87 74 89 
American Gladiators Gametek yun. 92. 73 79 70 
Amnios Psygnosis wen. ce (8 85 82 
Ancient Art of War/Skies MicroProse Dec. 92 382 82 85 
Aquaventura Psygnosis Aug. 92 ff 8) 80 
Are We There Yet? Electronic Arts Dec. ‘91 88 85 88 
Armada Villa Crespo Nov."92 81 75 84 
Armada 2525 Interstel Sep.’91 75 79 72 
Armour-Geddon Psygnosis Sep.'91 95 81 75 
Ashes of Empire Gametek Sep.'93 75 61 62 
B-17 Flying Fortress MicroProse Oct. 92. 82 95 87 
Barbarian II Psygnosis Feb. 9! a 79 82 
Batman Returns Konami Fep. 93 33 70 85 
Battle Chess 4000 Interplay Mar.‘93 — 88 78 
Battle Command Ocean Aug. ‘91 67 76 74 
Battle Isle UBI Soft Nov. ‘91 78 86 73 
Battles of Destiny QQP Jan. ‘93 4&6 74 84 
Beat the House Spirit/Discovery May 93 3&3 86 85 
Betrayal at Krondor Dynamix Jul. ‘93 88 90 83 
Bill's Tomato Game Psygnosis Feb. 93 6&1 81 80 
Birds of Prey Electronic Arts Mar 92 75 82 79 
Black Crypt Electronic Arts May 92.91 88 88 
Blade of Destiny Sir-Tech Jun. 93 91 89 88 
Bloodnet MicroProse Jan.‘94 84 75 79 
Bloodstone Mindcraft Oct 93 80 79 82 
Blue and the Gray Impressions Nov. ‘93 75 70 72 
Blue Force Tsunami Sep. 9S 88 91 76 
Bo Jackson Baseball Data East Feb. ‘92 82 92 81 


Game 


Body Blows 

Boom Box 

Bram Stoker's Dracula 
Brix 

Budo 

Bush Buck 

Buzz Aldrin Race/Space 
Caesar 

Campaign 

Canyon Capers 
Capitalist Pig 

Car and Driver 

Carl Lewis Challenge 
Carriers at War 

Casino Craps 

Casino Video Poker 
Castles 

Castles |! 
Challenge/Five Realms 
Chess Maniac 5 Billion 
ChessMaster 4000 Turbo 
Civilization 

Clash of Steel 

Classic Fun Pack 
Click-Clack (Gearworks) 
Clouds of Xeen 

Club Racquetball 
Coaster 

Cobra Mission 

Cogito 

Cohort Il 

Comanche Overkill 
Combination Lock 

CA: Starship 
Companions of Xanth 
Conan the Cimmerian 
Conflict: Korea 
Conquer for Windows 
Conquered Kingdoms 
Conquest of Japan 
Conquests of the Longbow 
Contraption Zack 

Cool World 

Creepers 

Creepy Castle 

Crime City 

Crisis in the Kremlin 
CrossWire 

Cruise for a Corpse 
Crystal Caliburn 

Curse of the Catacombs 
Cyber Empires 
Cybercon Ill 

D&D Stronghold 
D/Generation 
Daemonsgate 

Dagger of Amon Ra 
Dark Half 

Dark Queen of Krynn 
Dark Seed 

Dark Sun 

Darklands 

Darkside of Xeen 
Daughter of Serpents 
Day of the Tentacle 
Decisive/Civil War vol. 3 


- Demon Blue 


Desert Strike 
Discoveries of the Deep 
Discovery 

Dr. Floyd’s Desktop Toys 
Dr. Wong’s Video Poker 
Dojo Dan 

Dominium 

Dracula in London 
Dragon’s Lair 3 

Dune 

Dune II 

Dusk of the Gods 

Earth Invasion 

Eco Quest 


Company 


MicroLeague 
Dr. T’s 
Psygnosis 
MicroLeague 
Froggman 

PC Globe 
Interplay 
Impressions 
Empire 

Villa Crespo 
Pigworks 
Electronic Arts 
Psygnosis 
SSG 

Villa Crespo 
Wilson Software 
Interplay 
Interplay 
Microplay 
Spectrum 

S. Toolworks 
MicroProse 
SSI 
Impressions 
Hollyware 
New World 
Virgin Games 
Disney 
Megatech 
Inline Software 
Impressions 
NovaLogic 
Villa Crespo 
Merit 

Legend 

Virgin Games 
SSI 

Elpin Systems 
QQP 
Impressions 
Sierra On-Line 
Mindscape 
Ocean 
Psygnosis 
Reactor 

Micro Mysteries 
Spectrum 
Silver Sun 
U.S. Gold 
Star Play 
Froggman 

SSI 

U.S. Gold 

SSI 
Mindscape 
EID 

Sierra On-Line 
Capstone 

SSI 
Cyberdreams 
SSI 
MicroProse 
New World 
Millennium 
LucasArts 
SSG 

Villa Crepso 
Electronic Arts 
Capstone 
Impressions 
MicroProse 
Villa Crespo 
Europress 
Black Pearl 
SDJ Enterprises 
Ready Soft 
Virgin Games 
Virgin Games 
Interstel 

3DI Productions 
Sierra On-Line 
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Issue Scores 


Dec. ‘93 
Sep. ‘92 
Dec. ‘93 
Oct 9S 
Oct. ‘93 
Apr. ‘92 
Jul. ‘93 

Apr. ‘93 
Jan. ‘93 
May ‘93 
Feb. ‘93 
Mar. ‘93 
Sep. ‘92 
Nov. ‘92 
Sep. ‘92 
May ‘93 
Aug. ‘91 
Dec. ‘92 
Apr. ‘93 
Jun. ‘93 
Dec. ‘93 
Mar. ‘92 
Sep. ‘93 
Dec. ‘93 
Apr. ‘93 
Nov. ‘92 
Feb. ‘93 
Jan. ‘94 
Dec. ‘92 
Feb. ‘93 
Sep. ‘93 
Dec. ‘92 
Dec. ‘92 
Jan. ‘94 
Dec. ‘93 
Nov. ‘91 
Oct. ‘92 
Jul. ‘93 

Nov. ‘92 
Jan. ‘93 
Jan. ‘92 
Jan.’93 

Aug. ‘93 
Apr. ‘93 
Mar. ‘92 
Sep. ‘93 
Jul. ‘92 

Sep. ‘93 
Sep. ‘92 
Jan. ‘94 
Oct. ‘93 
Nov. ‘92 
Sep. ‘91 
Oct. ‘93 
Feb. ‘92 
Dec. ‘93 
Sep. ‘92 
Oct. ‘92 
Aug. ‘92 
Jul. ‘92 

Nov. ‘93 
Oct. ‘92 
Jul. ‘93 

Jun. 93 
Aug. ‘93 
Jul. ‘93 

Nov. ‘92 
Sep. ‘93 
Nov. 93 
Nov. ‘92 
Jun. ‘93 
Sep. ‘92 
Oct. ‘92 
Jun. ‘93 
Dec. ‘93 
Feb. ‘93 
May ‘92 
Jan. ‘93 
Jan. ‘92 
Jan. ‘94 
Mar. ‘92 


SSP RLYAIS TALS ASASSESSSLASESSRERSSRASSSNGESLESSRSERRANS 


82 
76 
63 


BRAISSRESIGSRSRISaASIAak aS 


—~ 
38 


83 


£5 


76 


Ted-- 


E BEST OF 199: 


Issue Scores 


Alex-- i Kevin-- Rick-- 
Dave-- Mike-- Steve-- 
same Company 
Elf Ocean Mar. ‘92 
Empire Deluxe New World Apr. ‘93 
Entertainment Pack 4 Microsoft Dec. ‘92 
Epic Ocean Apr. ‘93 
Eric the Unready Legend Feb. ‘93 
Eternam Capstone Jun. ‘93 
Even More Inc. Machine Dynamix Dec. ‘93 
Eye of the Beholder II SSI Feb. ‘91 
Eye of the Beholder Ill ssl Jul. ‘93 
F-15 Strike Eagle Ill MicroProse Feb. 93 
F-117A Stealth Fighter MicroProse Dec. ‘91 
Falcon 3.0 Spectrum Aug. ‘91 
Fantasy Empires SSI Dec. ‘93 
Final Conflict Merit Jun. ‘92 
Firefall Arcade Inline Software Dec. ‘93 
Flames of Freedom Microplay Dec. ‘91 
Flashback 5S! Sep. ‘93 
Flight Commander Big Time Jan. ‘94 
FlixMix Celeris Jul. ‘93 
Floor 13 Virgin Games Oct. ‘92 
Four Crystals of Trazere Mindscape Jul. 92 
Freddy Pharkas Sierra On-Line Jul. ‘93 
Free D.C. Cineplay Mar. ‘92 
Front Page Football Dynamix Jan. ‘93 
Front Page Football Pro Dynamix Nov. ‘93 
Fun Pack Wizard Works Feb. ‘93 
GameMaker Rec. Software Aug. ‘92 
Gateway Legend Aug. ‘92 
Gateway II Legend Oct. ‘93 
Geekwad Games Tsunami Dec. ‘93 
Gemfire Koei Dec. ‘92 
Global Domination Impressions Nov. ‘93 
Global Effect Millennium Jul. ‘92 
Gobliiins Sierra On-Line Nov. ‘92 
Gobliins 2 Sierra On-Line May ‘93 
Godfather U.S. Gold May ‘92 
Gods Konami May ‘92 
Gold*eJuno*Sword Three-Sixty Nov. ‘93 
Grand Prix Unlimited Accolade Aug. ‘92 
Grandmaster Chess Capstone Sep. ‘92 
Great Naval Battles SSI Oct, "G2 
Great War SSI Nov. ’93 
Greens MicroProse Jan. ‘92 
Gunship 2000 MicroProse Nov. ‘91 
Guy Spy Ready Soft Aug. ‘92 
Hardball III Accolade Jul. “92 
Hare Raising Havoc Disney Jan. ‘92 
Harpoon Scenario 4 Three-Sixty Apr. ‘92 
Heaven and Earth Disney Oct. "92 
Heimdall Virgin Games Mar. ‘92 
Heirs to the Throne QQP Dec. ‘93 
Hellcats Over the Pacific Graphic Sims Jun. ‘92 
Heroes of the 357th Electronic Arts Jul. ‘92 
High Command CO Computer Oct. 92 
High Command SVGA Three-Sixty Aug. ‘93 
Hill Street Blues DigiTek May 92 
Hired Guns Psygnosis Dec. ‘93 
Hockey Simulator 2 Bethesda Jan. ‘93 
Home Alone 2 Capstone Jan. ‘93 
Hong Kong Mahjong Electronic Arts Sep. ‘92 
Hook Ocean Dec. ‘92 
Hoyle’s Book of Games 3 Sierra On-Line Mar. ‘92 
Hoyle’s Card Games Sierra On-Line Jul. ‘93 
Humans Gametek Jan. ‘93 
Inca Sierra On-Line May ‘93 
Incredible Machine Dynamix Nov. ‘92 
Indiana Jones/Atlantis LucasArts Jun. ‘92 
Innocent Until Caught Psygnosis Jan. ‘94 
International Sports Empire Nov. ‘92 
Islands and Ice MicroProse Dec. 92 
Jack Nicklaus Golf Accolade Jun. ‘92 
Jimmy Connors Tennis UBI Soft Feb. ‘92 
John Madden II Electronic Arts Oct. ‘92 
Jump Jet MicroProse May ‘93 
Jutland Software Sorcery Apr. ‘93 
Kasparov’s Gambit Electronic Arts Nov. ‘93 
KGB Virgin Games May ‘92 
Kingdom of Drakkar MPG-NET Feb. ‘93 
King’s Quest VI Sierra On-Line Dec. ‘92 
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81 
73 
80 
90 
97 
91 
97 
82 


Game 

King’s Table 

Knights of the Crystallion 
Koshan Conspiracy 
Kronolog 

L.A. Law 

Laptop Getaway 
Larry's. Casino 

Laser Squad 

Leather Goddesses II 
Legacy 

Legend of Kyrandia 
Legends of Future Past 
Legends of Valour 
Lemmings 2 

Lethal Weapon 

Liberty or Death 

Line in the Sand 

Links 386 

Loremaster 

Lost Admiral 

Lost Files of S. Holmes 
Lost Vikings 

Lunar Command 

Lure of the Temptress 
M4 

MacAttack 

Maelstrom 

Magic Candle II 

Magic Candle III 
Market Garden 

Martian Dreams 
Martian Memorandum 
Master of Orion 

Matrix Cubed 

Mega lo Mania 
Megafortress 
Merchant Colony 

Metal and Lace 
Michael Jordan in Flight 
MicroLeague Baseball 4 
MicroLeague Football 2 
Microsoft Arcade 
Microsoft Golf 

MiG-29 Fulcrum 

Might and Magic Ill 
Mike Ditka Football 
Mini Blackjack 

Monkey Island 2 
Monopoly Deluxe 
More Vegas Games 
NCAA Basketball 
Neverwinter Nights 
NFL Coaches Club 
NFL Football 

NFL Pro League 

NFL Video Pro 

NHL Hockey 

No Greater Glory 

Nova 9 

Obitus 

On Target 

Operation: Fighting Tiger 
Operation: Skymaster 


Operation: Sledgehammer 


Out of this World 
Pacific Islands 

Pacific War 

Paladin 2 

Patrician 

Patriot 

Pax Imperia 

Perfect General 
Perfect General WWII 
Pinball Dreams 

Piracy 

Pirates Gold 

Pit Fighter 

Plan 9 from Outer Space 
Planet’s Edge 
PlayMaker Football 
Police Quest III 
Populous World Editor 


Company 


Gametek 

U.S. Gold 

UBI Soft 
Castleworks 
Capstone 
Epyx 

Sierra On-Line 
MicroLeague 
Activision 
MicroProse 
Virgin Games 
Inner Circle 
SSI 

Psygnosis 
Ocean 

Koel 

SSI 

Access Software 
Creative Software 
QQP 
Electronic Arts 
Interplay 
Mallard 
Konami 
Deadly Games 
Gametek 
Merit 
Mindcraft 
Mindcraft 
Three-Sixty 
Origin Systems 
Access Software 
MicroProse 
SSI 

Image Works 
Three-Sixty 
Merit 
Megatech 
Electronic Arts 
MicroLeague 
MicroLeague 
Microsoft 
Microsoft 
Domark 

New World 
Accolade 

Villa Crespo 
LucasArts 
Virgin Games 
New World 
Bethesda 
America On-Line 
MicroProse 
Konami 
MicroSports 
Konami 
Electronic Arts 
SSi 

Dynamix 
Psygnosis 
Villa Crespo 
Spectrum 
Three-Sixty 
Three-Sixty 
Interplay 
Ready Soft 
SSI 
Impressions 
Ascon 
Three-Sixty 
Changeling 
QQP 

QQP 

21st Century 
Black Pearl 
MicroProse 
Domark 
Konami 

New World 
Broderbund 
Sierra On-Line 
Electronic Arts 


Issue Scores 


Nov. ‘93 
Oct. ‘91 

Jun. ‘93 
Jan. ‘94 
Dec. ‘92 
May ‘92 
Oct. ‘92 
Feb. ‘93 
May ‘92 
Sep. ‘93 
Sep. ‘92 
Oct ‘92 
Feb. ‘93 
May ‘93 
Aug. ‘93 
Dec. ‘92 
Feb. ‘93 
Oct. ‘92 
Dec. ‘92 
Oct. ‘91 

Nov. ‘92 
Sep. ‘93 
Aug. ‘93 
Nov. ‘92 
Mar. ‘93 
Jan. ‘94 
Mar. ‘93 
Apr. ‘92 
Feb. ‘93 
Apr. ‘93 
Sep. ‘91 
Dec. ‘91 
Dec. ‘93 
Apr. ‘91 

Jul. ‘92 


Apr. ‘92 
Jul. ‘92 

Dec. ‘92 
Jan. ‘93 
Jan. ‘94 
Mar. ‘93 
Aug. ‘93 
Oct. ‘91 

Apr. ‘92 
Jun. ‘92 
Apr. ‘93 
Sep. 93 
Aug. ‘92 
Nov. ‘92 
Apr. ‘92 
Dec. ‘91 
Dec. ‘91 
Apr. ‘92 


75 
76 
85 
82 
19 
14 
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Alex-- Kevin-- = Rick-- Ted-- Game Company Issue Scores 
Dave-- Mike-- Steve-- Street Fighter II Hi-Tech Nov.93 41 46 45 

Strike Commander Origin Systems Jun.'93 81 85 83 
Game Company Issue Scores Strike Squad Mindcraft Dec.'93 84 65 75 

Stunt Island Disney Jan.‘93 87 95 92 
Populous I! Electronic Arts Mar. ‘92 93 91 90 Summoning ssi Nov. ‘92 87 92 86 
Positronic Bridge Ready Soft Dec. ‘93 82 90 77 Super Space Invaders Peak: Sep.92. > 86 81 
Power Politics Cineplay Dec. ‘92. 74 90 80 Super Tetris Spectrum Mar.‘92 77 84 87 
Power Monger WWI Electronic Arts Apr. ‘92 78 76 Super VGA Harrier hoevairtc Dec. ‘93. 85 85 83 
Prehistorik Titus May ‘92 79 74 Swap Titus May‘92 > 78 82 
Prince of Persia 2 Broderbund Jul."93. 86 90 82 Syndicate Pieridae Aitc Aug. ‘93 90 87 
Privateer Origin Systems = Dec. 93 87 85 95S Take A Break Crosswords Dynamix Nov.‘92 87 86 89 
Prophecy SierraOn-Line = Jun. 93 S478 Take A Break Pinball Dynamix Sep.'98 75 74 72 
Prophecy of the Shadow SSI Aug. ‘92 90 86 Taking of Beverly Hills Capstone Apr.‘92 42 33 48 
Protostar Tsunami Jun. 93 6&2 90 85 Task Force 1942 nF ribs Feb.93 33 85 90 
Push-Over Oceen OG WA Os Pr TaskMaker 2.0 Storm Impact Dec.‘93 82 89 88 
Q Star Graphics A a Ee, ee Tegel’s Mercenaries Mindcraft Mar.93. 79 70 83 
Quarter Pole MicroLeague Dec. ‘93 72 48 73 Tengen’s Arcade Hits Domark Nov. ‘92 53 30 56 
Quest for Glory Il Sierra On-Line Nov. ‘92 91 84 Terminator 2: Chess Wars Capstone Aug.‘93 78 70 
Ragnarok hochecionabs peed ent ge AR Terminator 2029 Bethesda Dec.92 90 90 90 
Rags to Riches Interplay lf 9S 732) 9 8 Tetris Classic Spectrum Sep.92 © 86 78 
Railroad Tycoon Deluxe MicroProse Sep. ‘93 91 85 Theatre of War Three-Sixty Sep.‘92 © 80 75 
Rampart Electronic Arts Aug. ‘92 88 79 Think Crocs Villa Crespo May ‘93 78 88 
Reon se cate fe Ie eS Throne of Chaos Virgin Games Oct.93 92 8 
Red Baron Mission Builder Dynamix Dep, Be 8202 Tiles and Tribulations Tech. Innovations Aug.‘93 73 56 
Red Zone Psygnosis Nov.‘92 40 80 Time Quest Legend Sep. ‘91 85 88 82 
Return of the Phantom MicroProse Sep.‘93 88 74 Tinies ine Sofware Feb ‘93 82 70 79 
Return to Zork Activision Nov. ‘93 89 89 87 Titus the Fox Titus Aug. ‘92 80 78 
fe hdteaes =n ng ag ait eos TER lS Tom Landry Football Merit Jan.93 73 70 62 
Bex Neteiar sowreipn tare aie ee es aE T. Landry Football Deluxe Merit Nov.‘93 86 70 83 
Riders of Rohan anspaea cod ale BD Bib er Tony LaRussa Baseball _—SSI Ooi 73° Fo at 
Ringworld Tsunami et OS 1 a Tony LaRussa Baseball2 SSI May‘93 73 81 © 80 
RoboCop 3D Ocean Ape OS. -0 (see. 8 Tornado Spectrum Sep.93 72. 96 85 
Rome Maxis Mery OS: © 20 RE #8 Treasures/Savage Frontier SSI Jun.‘92 90 93 . 82 
Ruckus Poker Villa Crespo May‘93 68 75 Tristan Pinball Aries Dec ‘G2 Bi 87 78 
Ruckus Roulette Villa Crespo May‘93 70 83 Trollc Capstone jan ‘93-74 75 77 
Rules of Engagement Mindcraft Oct. ‘91 88 89 88 Trump Castle 3 Capstone Apr.‘93. 86 83 
Rules of Engagement 2 Impressions Aug. ‘93 95 90 Tum ‘N’ Bum Villa Crespo Noy 09 76 78 79 
S.C.Out Inline Software Feb.‘93 82 84 Toon Tawore interplay Sep.‘92 > 87 79 
Sam & Max Hit the Road LucasArts Jan. ‘94 96 96 92 Ultima VIII Origin Systems Jun. ‘92 og 90 93 
Sea Rogue Microplay Um. Ue Ultima Vil Part 2 Origin Systems Jun.'93 90 86 91 
Seal Team Electronic Arts = Oct. "93 7889 Ultima Underworld Origin Systems Feb.‘92 76 95 90 
SWOTL LucasArts —— SOUS Ue Ultima Underworld II Origin Systems Mar.93 = 90 89 
SWOTL-P80 LucasArts Apr. ‘92 8 eo a Ultimate Cards MicroLeague Feb.'93 (6 73 80 
Seven Cities of Gold Electronic Arts Sep.‘93. (5 77 78 Ulrabots NovaLogic May'93. 88 89 
Severed Heads RAW. ee oe Uncharted Waters Koei Feb.‘92 62 85 68 
Shadow of the Beast III Psygnosis Dec."92 &3 85 84 Urnatiral Selection hiaxis Jan.‘94 75 89 77 
Shadow of Yserbius Sierra On-Line Dec. ‘93 89 92 74 tieh Baneh Three-Sixty Feb.'91 88 92 37 
Shadow President D.C. True Dec. 92 (5 91 90 Utopia Konami Oct. 92 92 90 89 
ShadowCaster Origin Systems Jan.'94 87 94 85 Valkyrie Gametek Dec. ‘93 84 85 79 
Shadowlands Domark Jan'93 7/2 73 67 Waxing U.S. Gold Aug. ‘91 74 47 74 
Sherlock Holmes CD Viacom May'92 64 79 74 Vegas Dreams New Word Jul. ‘92 79 77 78 
Shuttle Virgin Games Jan. ‘92 90 B6 92 Vell of Dainese Ssl Apr.‘93 89 88 
Sid & Al’s Incredible Toons ~Dynamix Jan. 24 & 92 82 Velikiye Luki Three-Sixty Fah 69 79° «90g 
Siege Minderaft pees 8. Vengeance of Excalibur Virgin Games Sep.01 84 89 82 
Sierra Network Sierra On-Line Nov.92 8° 0 8 Vikings Realism May'93 64 80 86 
SilverBall MicroLeague Nov.’83' 7r TO 65 Wacky Funsters Tsunami Mar.93 69 71 72 
SimAnt Maxis foe eS Gr BT Walker Psygnosis Oooa =50" aa 80 
SimCity 2000 Maxis a ce Me Walls of Rome Mindcraft Jan‘s4 62 7% 66 
SimFarm Maxis a Ue War in the Gulf Empire Aug, 03 72 1 78 
SimLife Maxis ae eS LU War in Russia SSI Nov.93 81 79 85 
Socrates Machiavelli Dec. ‘93 69 52 68 Warlords 2 SSG Sep.'93 71 95 
Solitaire’s Journey QQP yun. 92 31 79 90 WaxWorks Abeoladé jun OS 67 82 89 
Solitaire for Windows Interplay Mar.‘93 {0 15 82 Wayne Gretsky III Bethesda Dec. ‘92 (73 74 77 
Space Ace 2 Ready Soft Mar.‘92 38 43 37 Wayne's World Capstone Sep. ‘93. > 84 57 
Space Hulk Electronic Arts payee OL UD When Two Worlds War Impressions Sep. ‘93 83 += 88 
Space Quest V Sierra On-Line hor, 93 221 95 84 Wild Wheels Ocean Apr. 92 79 77 
Space Vegetables Villa Crespo Dec. 92 fi 74 70 Will Beamish Dynamix Dec. ‘91-87 89 87 
Spaceward Ho! New World oe Nw Wilson Pro-Staff Golf Konami Apr.93 75 70 73 
Spacewrecked Konami oo * & Wing Commander II Origin Systems Oct.‘'91 84 91 95 
Spear of Destiny Formgen oe a Ce W. Commander Academy OriginSystems Oct.93 65 88 
Special Forces MicroProse vers Gt ORS Wing Commander Ops.2 OriginSystems Aug.92 = #8 86 
Speed Racer Accolade Nye eA Winter Challenge Accolade Jan. '92 78 = 84 
Speedball 2 Konami cept COU LU Wizardry VII Sir-Tech Dec. 62 82 7S 76 
Spelicasting 201 Legend Dec. 91 72 88 78 Wizkicl Ocean Jul. ‘93 74 70 66 
Spellcasting 301 Legend woe LUD Wolfenstein 3D Apogee Sep.92 89 90 98 
Spelicraft Asciiware Aug, 92 87 86 89 Wordtris Spectrum Oct. ‘91.54 67 62 
Spelljammer SSI Dec. 92 4 TG World Champion Cribbage Ninga Apr'98 82 65 75 
Spoils of War R.A.W. ee Se World of Xeen New World Aug.‘93 89 90 88 
Star Control II Accolade Jan. ‘930 81 93 World Tour Tennis Electronic Arts Aor. 93 77. = OO Bk 
Star Legions Mindcratt et OS WWII: South Pacific QaP Nov..93 88 85 90 
Star Trek Interplay Apr S2 81 SS XF5700 Mantis Fighter Microplay Nov.'92 79 88 87 
Strategy Game IDP Software Nov. ‘93 48 45 56 X-Wing LucasArts Apr. ‘93 95 96 
Street Ball Froggman Oct "93 65 61 61 
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Space Ace 
BY PHILIPS 


DEVELOPED BY: 
PHILIPS 


REQUIREMENTS: 
CD-1 PLayer 


SouND Support: 
N/A 


THEME: 
Action 


PRICE: 
N/A 


Revease Date: 
Ist Quarter, ‘94 


Game SUMMARY 


Hep Dexter, A.K.A. 
Space AcE RESCUE HIS 
GIRLFRIEND FROM THE 
CLUTCHES OF THE EVIL 
Borr. BASED ON THE 
LASER DISC ARCADE GAME. 


eet alisha mcr a = = Pa aie 


Lead Dexter through dozens of perilous 


screens in search of Kimmy. 


Remember when laser disc 
games hit your local arcade? 
Dragon’s Lair and Cliffhanger 
brought new meaning to the 
word excitement from the stand- 
point of graphics. Never before 
had games looked or animated 
this much like a cartoon. One of 
the best of the bunch was the 
classic Space Ace. 


ssa 


Energize to turn the wimpy Dexter into 
the super-strong Space Ace. 


THE EVIL BORF ISSUES 


A CHALLENGE TO YOUR 
MANLINESS! 


RELIVE THE MOMENTS OF THE ARCADE CLASSIC 
Space Ace IN 30 FRAMES-PER-SECOND ON 


Puiuies’ CD-] PLAYER. 


Relive the challenge as you 
once again take on the role of 
Dexter, sometimes Known as 
Space Ace as he matches wits, 
nerve, reflexes and brawn 
against that of Borf, an evil-tem- 
pered nasty of light blue hue. 
Dexter's goal is more than sim- 
ply to make it out alive; Borf has 
kidnapped his girlfriend, or at 
least the girl Dexter would like to 
be his girlfriend. Maybe if he 
could save her. . . 

Philips’ version of the arcade 
hit features 30 frames per sec- 
ond animation that looks and 
plays virtually the same as the 


Those who fight and run away live to 


make it to the next level of the game! 


arcade game. You'll need to 
have lightning-fast reflexes and 
be able to think on your toes if 
you want to get the girl and save 
your hide. Remember, they don’t 
call you Space Ace for nothing! 


We've Outdone Our 
Only Competition... 


Ourselves. 


INTRODUCING 


THE MARK II WCS" 


* Allows You to 
Program Both the 
WCS and Your Joystick 


Thrustiiaster’ 
Get Real 


ThrustMaster_Inc. 10150 SW Nimbus Ave. Suite E-7 Tigard OR 97223 PHONE(503)639-3200 FAX(503)620-8094 


AKE OV 


THE WANS 


GameWave 32 


MULTIMEDIA-READY WAVETABLE SOUND CARD 


Youve destroyed every plane in the sky, walked through 
a million dungeons, and slam-dunked your way through 
the toughest sports simulations. Lets face it, 
you're a game master. What you néeéd is a 
sound card designed for game masters like you, 
something new, something hot, something 
HEAL « 

Orchid Technology's GameWave 32. 
'Infriggincredible’ 16-bit sound for your 
PC. 20 MIPS of audio power accessible to 
4 you and your software. Now when you blow away 
tg that bogie, you'll be blown away by the GameWave 
b= 32's advanced wavetable synthesis. You get CD-quali- 
aty audio, and compatibility with all major standards 
OG like AdLib, SoundBlaster, MPU-401, General MIDI, 

; YS Ve tie 24 even Roland-M1-32! 

e ww <S < ; <= PASS SQ The GameWave 32 is expandable, upgradeable 
ne a and includes dual CD-ROM interfaces. It works great 

with all multimedia, educational, Windows and enter- 

‘a. tainment software. All of this for a cool $179. Ana, 

if you need to justify this great sound to your boss or 

wife, may we suggest Orchid's SoundWave 32 ($299). 


Same great sound, plus bundled software and business 


audio capabilities. 
You've mastered the games, now master the 
sound. The GameWave 32, from Orchid 


Technology. d N 


Master Multimedia with Us! y fan ‘ 


= > = 800-7-ORCHID ————— 
7 ry 45965 Nortnpor pgp W. ORCHID 
> 

Ve 


oe pl ml V-COM 


W Z ] ‘$s; V-COM COMPUTER WAREHOUSE 
oe * KS ORM" 60a"437-8818 USA=FLEX 
800-233-4426 800-237-6623 800-876-5608 


All trademarks, implied and stated, are property of their respective manufacturers. GameWave 32, "Infriggincredible" and the SoundWave 32 are trademarks of Orchid Technology. $179 and 
$299 are the suggested retail prices of GameWave 32 and SoundWave 32. Zool is a trademark of Gremlin Graphics Software Ltd. 


Each big full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 


EGM is the only mag loaded with 
special pull-out strategy guides, killer 
maps and super secrets that will send 
your scores soaring! 


You find all this and more only in the 
Biggest and Besi video game maga- 
Zine! Be ihe fifsi1O Gel, every action- 


PaCKEG page Gelivered To your Goor by 
SUDSGHDING today! 


Sema “canadalt3. 50 ne a eee. 
January, 1994 
—— 7, — is il. 
& i i 


FREE! 


Now you"canvearnmore-about 
the video game.ndusitrydhan ever 
before with a subscription fto—EGM! 


BECOME A VIDEO GAME V.L.P. 
Bi GET 2 ISSUES OF 25. Bic O-LETTER! Bound-in with your special copy 


Get 12 issues of EGM plus Q-Letter for the special reduced price of $24.95! of EGM you'lltind an inGreaible 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 newsletter fromthe guru Ofgossip 
: Name -“@Quanermann™afrnoradditional 


: PR retiree nema charge!‘As a subscriber you'll 
aia “anaes have access fo information so 
PamentGneosed Ellie Provocative it can't even get into 
i Credit Card Orders: EGMI! Only Quartermann*¢an 

cenv Ql deliver this kihd of info, including 

1 CRame (Ons Card No. j fi t . ] 
MAY 2 SCExp.Date. CSS Quarfermann Sfirst game reviews! 
j Signature Don't miss out! 

I sp ae For Faster Service, Call Toll-Free: 

> 33 1-800-444-2884 


Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All foreign subscriptions via 
air mail only $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order, Citibank money order, or any other type of check or money order that would go through a U.S. 
branch bank.) All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. HCGB5 


McCree 
BY PHILIPS 


DEVELOPED BY: 
PHILIPS 


REQUIREMENTS: 
CD-I PLayer 


SouND Support: 
N/A 


THEME: 
AcTION 


PRICE: 
N/A 


Revease Date: 
Ist Quarter, “94 


Game SUMMARY 


YOu MUST CLEAN UP 
THE OLD WEST TOWN WITH 
NOTHING MORE THAN 
YOUR REFLEXES AND A 
PISTOL THAT IS ALWAYS 
JUST SIX SHOTS AWAY 
FROM BEING EMPTY. 
MULTIPLE SCREENS AND 
PATHWAYS TO THE END 
ARE POSSIBLE. BASED ON 
THE ARCADE HIT FROM 
American Laser GAMES. 


AMERICAN TECHNI-VISION 


| 


a 


Rescue the innocent patrons of the 
bank to advance further. 


That gun of yours has been 
collecting dust for awhile, but 
you'll need to dust it off to take 
care of business in this western 
town. A gang of lowlifes has rid- 
den in and taken over everything 
from the bank to the saloon to 
the local corral. They’ve locked 
the sheriff in his own jail and 
now you're the only hope of 
restoring law and order. Hope 
you're fast on the draw and can 
shoot a quarter out of the air, 
because these criminals are 
playing for keeps. 


The town’s watering hole contains a 
number of seedy characters. 


POLISH UP YOUR SIX 
SHOOTER FOR AN 


INTENSE GUNFIGHT! 


Welcome to Mad Dog McCree 
on the Philips CD-I. Everything 
you came to expect from the 
arcade version is here from the 
live-motion graphics to the 
sounds of the ricochets bounc- 
ing around your feet. In a shoot- 
ing gallery-like atmosphere, you 
need to fight your way through 
dozens of screens packed with 
guys who want nothing more 
than your name on a tombstone. 


Over at the corral, you'll need to gun 
down whatever pops up! 


ADVERTISERS INDEX 


APOGEE 

CH Prooucts 

CHIPS AND BITS 105 
COMPUSERVE 18 
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ELECTRONIC INNOVATIVE DESIGN 5S] 
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VirGiIN GAMES 


THE ARCADE CLASSIC Map Doc McCree 
COMES TO THE PHiLIPS CD-I WITH ALL THE 
ACTION FROM THE ARCADE. 


Keep your gun loaded, or you'll get a 
good view of the local undertaker. 

er. Lucky for you, reloading is as 
simple as lowering your gunsight 
and clicking. 

The different scenes in and out 
of town are linked together by a 
story that keeps you informed on 
the whereabouts of the infamous 
Mad Dog and his gang. You can 
take different pathways to reach 
the end, but don’t get too confi- 
dent. Only the best shots will 
walk away with a new peace 
established. 
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RAVENLOFT 
sy SSI 


DEVELOPED BY: 
ssi 


REQUIREMENTS: 
386/25, 2MB RAM, 
256-coLor VGA 


SounpD Support: 
Sounp Biaster, AoLis, 
GENERAL Mipi 


THEME: 
GOTHIC ROLE-PLAYING 


PRICE: 
$80.00 


Revease Date: 
May, ‘94 
CD-ROM-Aprit, ‘94 


Game SUMMARY 


THE Evil STRAHD HAS 
TAKEN THE HOLY SYMBOL 
OF HELM FROM ITS RIGHT- 
FUL OWNER, DHELT. 
PLAYER CHARACTERS, ALSO 
SUFFERING UNDER THE 
RULE OF STRAHD, HAVE 
VOWED TO BRING THE 
VAMPIRE LORD TO JUSTICE 
AS WELL AS RECLAIM THE 


AMULET. TRAVEL THROUGH 


BOTH INTERIOR AND OUT- 
SIDE SCENES, ENCOUNTER= 
ING A VARIETY OF NPC’s 
AND CREATURES OF EVIL. 
RAVENLOFT FEATURES 
SMOOTH SCROLLING 
GRAPHICS IN REAL-TIME. 
CRISP HIGH-RESOLUTION 
VGA GRAPHICS ENHANCE 
GAME PLAY AS DOES AN 
EXTRA LARGE VIEWING 
WINDOW. RAVENLOFT 
FEATURES A PRINTABLE 
AUTOMAP FEATURE THAT 
ALLOWS PLAYERS TO MAKE 
NOTATIONS BEFORE THEY 
ARE PRINTED AND SAVED. 
THe CD-ROM VERSION 
OF RAVENLOFT WILL BE 
RELEASED IN APRIL, WITH 
THE DISK-BASED VERSION 
FOLLOWING A MONTH 
BEHIND. A CLUEBOOK 
SHOULD ALSO BE 
RELEASED IN May. 


82 
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Access all four of your character 
sheets simultaneously! 

The ruler of Elturel and his 
Mage have both been wounded 
by an unknown assailant. Lord 
Dhelt’s amulet, his holy symbol 
to Helm, has been stolen. Your 
party has responded to these 
problems, rushing to give aid to 
Dhelt. Swearing an oath that the 
person or persons who try to 
hold this amulet from its rightful 
owner shall pay and pay dearly 
for their deed. Strahd, a powerful 
vampire lord, has taken the 
amulet and other magical items 
from the party. Now you must 
confront Strahd to reclaim your 


CONFRONT EVIL AND 


DESTROY IT IN THE 
WORLD OF RAVENLOFT! 


SSI ano TSR TEAM UP TO MAKE THE GOTHIC 
WORLD OF ADVANCED DUNGEONS & 
DRAGONS LIVE ON THE PC! 


property as well as the amulet 
and bring him to justice. 

Ravenloft features a world of 
gothic horror and role-playing 
adventure. The adventure will 
take you through towns and cas- 
tles as well as intense dun- 
geons. The game takes place in 
a real-time scrolling environment 
that allows you to walk in any 
direction you wish. 

You will find that the various 
cycles of the sun and moon 


Secret pct 


DSi Aes all WAS eae P ON YOM By 
SADIE sop sitel ae pee eg oae Nye 
aa aca watt acne ne i 


AR ns asec 


Select your fortune, and the race, class and other specifics of your various characters 


world can be fast and furious. 


your party is well equipped with weapons both magical and mundane. 


COMPUTER GAME REVIEW 


SS 


Make sure 


eH FON ToRE ton vaya 


Both interior and exterior scenes are 
included in Ravenloft. 


have a great effect on the work- 
ings of the world of Ravenloft as 
well as the inhabitants. Thus, 
any major decision you make 
must be weighted against the 
time of the month that you take 
action. 

Among the features of 
Ravenloft are an extra-large 
viewing window, printable 
automapping that allows you to 
make notations before you print 


Discover pertinent information when 
you encounter various NPCs. 


or Save, a one-screen inventory 
management system and an 
intuitive point-and-click interface. 
Ravenloft contains more than 60 
different spells and 30 different 
authentic Ravenloft creatures to 
encounter and challenge. 


Bi a A TAMARA CANAAN peo cab MIEN Aelia eel eAb esa WPA 


|| Ghee enti etas tittme rare ~ — A 
In your quest, you will come across 
many undead creatures like this one. 


Vi Sues “Never before has ahere been a game so movie-like in its construction.” 
| — Computer Gaming World 


“Graphics, music and sound effects are all. exceptionally strong.” 
; | | _ — Questbusters 


TSUNAMI | ae - 


@eoe@oeeeee 6 


(pronounced soo-nah’-mee) \ 
n. A powerful vision | 
and a fresh approach 


to an almost forgotten 


art...the ancient art 


of storytelling. 


- Look for these premium ‘ 
TSUNAMI titles: 


aOR 


heseice yf Lashes 


Actual VGA screens 


THE INFODISK SAID YOU WERE TO DELIVER A WARNING: 


to. Stnever ienloned an insane . Patriarch, Kei assassins, or the fact that the 
only hope for the future of the universe might be found on a world sO 
immense it could hold a million earths. Ringway holds the answers — if only 


ad i an _ you can Liars) it in time... 
\ | i A \ oe Experience Larry Niven’s universe like never before! 
sc - Available from your local dealer in 3.5” disk or CD-ROM FORMAT. 


™ designates a trademark of Tsunami Media, Inc. , - 
Pape Media, Inc. 1993. Alll rights reserved. ‘ = Tsunami Media, Inc. is an independent este si distributed exclusively by Accolade, Inc. 
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THE HERO ILLUSTRATED . Zicigecionset'piiting ai 
COME RIGHT TO YOUR DOOR! > UI 


Get 12 issues of the newsstand version of HERO for only $19.95! Send 
payment to: HERO ILLUSTRATED, P.O. Box 7344, Red Oak, IA 51591-0597 


Name , tT i 

Address ies . tn. a 

State ZIP ” Sie | Pa > 7. 
Payment Enclosed Bill Me . ‘eg wie 

Credit Card Orders: ay Se se te. ) 
VISA Mc me ed Aa [43 1S 

Card No. \ ir-COjor T , 

Exp. Date . ) re i! * 


m \ i, cl ae Be 


a wo 
: 
=F 
Es 
= 
ie 


ay) ~ 
Signature . “i ——s £ 


For Faster Service, Call Toll-Free: 


Make check or money order payable to Warrior Publishing, Inc. Canada and Mexico add $10.00. All foreign subscriptions via air- — eet ss oe . =. 


mail only $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. Wipe = : % : ‘ 
(American Express money order, Citibank money order, or any other type of check or money order that would go through a U.S. a. <a ee ‘aah ’ ' 
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f A.-Qapim: THE } 
Genie’s CURSE /, 


By SS! 


DEVELOPED BY: 
ssi 


REQUIREMENTS: 
386/33 or BETTER, 
VGA, 2Mec Ram, 
HARD DRIVE 


SouND Support: 
Aplis, ROLAND, SOUND 
BLASTER 


THEME: 
ROLE-PLAYING 


PRICE: 
$70.00 


Revease Date: 
Fes. ‘94 
CD-ROm-MarcH ‘94 


Game SUMMARY 


THROUGH THE TREACH- 
ERY AND SORCERY OF 
ENEMIES OF YOUR FAMILY, 
YOU AND YOUR LOVED 
ONES HAVE LOST YOUR 
HIGH STATION IN THE 
WORLD OF AL-QapiM. 
THE ONLY WAY TO 
RESTORE THE LOST HONOR 
IS TO CHALLENGE AND 
DEFEAT THE INCREDIBLY 
POWERFUL GENIE LORDS. 
YOu MUST TRAVEL 
AROUND THE ARABIAN- 
STYLE WORLD IN SEARCH 
OF KNOWLEDGE, ITEMS 
AND POWER YOU NEED TO 
BE SUCCESSFUL IN YOUR 
QUEST. ENCOUNTER DEAD- 
LY TRAPS AND SINISTER 
MONSTERS AS YOU TRAVEL 
THE LAND. At-Qaoim 
WILL FEATURE AN EASY- 
TO-USE INTERFACE AND 
VARYING LEVELS OF DIFFI- 
CULTY, MAKING IT 
PLAYABLE BY BOTH EXPERI- 
ENCED AND NOVICE ROLE- 
payers. A CD-ROM 
VERSION WILL BE RELEASED 
ABOUT ONE MONTH AFTER 
THE DISK-BASED VERSION 
WITH A CLUE BOOK FOL- 
LOWING ONE MONTH 
AFTER THAT. 
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Creatures who want nothing more than 


a meal at your expense abound! 


Strategic Simulations has pro- 
duced several games (Spell- 
jammer, Dark Sun) based on 
alternate worlds in TSR’s 
Advanced Dungeons and 
Dragons game. One of the 
newest is Al-Qadim: The Genie’s 
Curse. 

You take the role of an outcast 
from a once-mighty family 
whose position in the Arabian- 
style world has been destroyed 
through treachery and evil sor- 
cery. His only chance to regain 
the respect of his people for him- 
self and his family is to chal- 
lenge the powerful Genie Lords. 


ieee 


CHALLENGE. THE 
Lorops IN SSI’s 


A.-Qaoim! 


ANOTHER EXOTIC ALTERNATE AD&D REALM 
COMES TO THE PC THANKS TO THE DUO OF 


TSR anp SSI. 


The hero must use his skills, 
strength and wit to survive the 
challenge. 

Since Al-Qadim offers different 
levels of difficulty, both novice 
role-players and those with sev- 
eral dozen quests under their 
belt will find adequate challenge. 
The simple point-and-click inter- 
face offers an easy system of 
gaming and real-time action with 
arcade-style combat. 

Unlike many of the previous 
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Discover a world of Arabian Nights legend filled with magic and mystery as you seek 
to challenge to powerful Genie Lords to reclaim your family’s birthright. 
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Fight monsters and wizards, collect treasure both mundane and magical and bring 


restored honor to your clan. 


Use your own magic and muscle to 
defend your life and your honor. 


SSI AD&D games, Al-Qadim’s 
main character comes pre-gen- 
erated. Since the story of the 
game is so character-driven, this 
pre-created hero allows the plot 
of the story to be tightly woven 
around the main character. 

As with any role-playing game, 
you can expect to come across 
dozens of magical items, some 
of which may be critical to the 
eventual success of your mis- 
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Your quest will bring you in contact 
with the most powerful people around! 


sion. Genies, evil sorcerers and 
wise hermits will help or hinder 
your progress. Each has his or 
her own secrets and challenges. 
Prepare to challenge a quest 
involving puzzles, traps, mon- 
sters and over 40 hours of play! 
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Mazes, towns and palaces await your 
exploration. 
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COMPUTER GAME REVIEW! 


Please send me 12 issues for the low price 
of JUST $23.95 - a savings of OVER 50% 


off the newsstand price! . 
Send payment to: Computer Game Review, P.0.Box 7534, Red Oak, IA 51591-0534 


Name 
Address 
City 
State Zip 
Payment Enclosed Bill Me 
Credit Card Orders: Visa MC 
Card Number 
Exp. Date 
Signature 
For Faster Service, Call Toll Free: 


1-800-444-2884 


Please allow 6-8 weeks for your first issue to arrive. 
All foreign orders must be prepaid. 


THE GRYPHON 
MASTERS OF 
HAVLAR 
BY MINDCRAFT 


DEVELOPED BY: 
MINDCRAFT 


REQUIREMENTS: 
640K, 4MB RAM 


SOUND Support: 
Most MAJOR 
SOUND CARDS 


THEME: 
ROLE-PLAYING 


PRICE: 
N/A 


Revease Date: 
N/A 


GAME SUMMARY 


TAKE THE ROLE OF 
BRYN, A RECENTLY 
DECEASED WARRIOR WHO 
IS, AGAINST THE INNER- 
MOST WISHES OF HIS 
SOUL, BROUGHT BACK TO 
LIFE THROUGH THE WORK- 
INGS OF A CURSE OF THE 
UNDEAD VARIETY. TO 
ACHIEVE THE ULTIMATE 
GOAL OF HIS NOW REST- 
Less Spirit, BRYN MUST 
UNDERTAKE AN ARDUOUS 
JOURNEY INVOLVING PUZ- 
ZLES AND FIERCE ENEMIES. 
ONLY THROUGH THE 
DESTRUCTION OF THE 
GODS WHO HAVE CURSED 
HIM CAN BryYN’S SOUL 
FIND PEACE. THE 
GRYPHON MAsTEeRS OF 
HAVLAR, THE FIRST GAME 
IN THE REALMS OF FATE 
SERIES, EXPANDS ON EAR- 
LIER MINDCRAFT ROLE- 
PLAYING IDEAS OF NPC 
INTERACTION. EACH NPC 
IN THE GAME ACTS. 
ACCORDING TO HIS OR 
HER OWN IDEAS AND 
WHIMS, MAKING THEM 
CAPABLE OF MUCH MORE 
REALISTIC ACTION AN 
INTERACTION THAN IS POS- 
SIBLE IN MOST RPGs. 


Combat, conundrums and conversation 
await the Celtic warrior in all of us. 


Mindcraft’s newest entrant in 
the fantasy realm 
Gryphon Masters of Haviar, the 


is The 


CELTIC LEGEND AND 
UNDEAD MONSTERS 
MEET AT LAST. 


MINDCRAFT’S GRYPHON MASTERS OF HAVLAR 
COMBINES ANCIENT MYTH WITH MODERN ROLE- 
PLAYING TECHNIQUES. 


first game in the proposed 


Realms of Fate 
series. The succes- 
sor of the Magic 
Candle series, 
Gryphon Masters fur- 
ther expands on the 
ideas and interface 
presented by previ- 
ous Mindcraft role- 
playing simulations. 
NPCs have their own 
minds and their own 
agendas, making 
them capable of 
stealing from and 
attacking fellow party 
members, wandering 
off, showing cow- 
ardice in battle or 
extreme bravery in 
dire situations and 
offer their own opin- 
ions on battle and the 


adventure in general. 
Gryphon Masters 


centers around Bryn, 
a recently resurrect- 
ed hero whose death 
and final rest has 
been disturbed by a 
curse of an undead 
nature. In a quest for 
peace for his trou- 
bled soul, Bryn must 
solve complex puz- 
zles and defeat gods 
ena. warriors to 
achieve his desire. 
Gryphon Masters 
uses as a backdrop 
classical Celtic myth, 
and as such, does 
not include the nor- 
mal foes, preferring 
instead to present 
the player with ene- 
mies like hybrid mon- 
sters more in keeping 
with the myths used 
in the creation of its 
plot and story. 


SO real, you may ‘have to 
notify air traffic control. 


You no longer have to imagine the experience. Because 
now you can live the dream. 

Introducing G-FORCE, the high-tech flight yoke that lets 
you pitch, roll, bank, soar and never lose ee wea 
control. Activate dual fire buttons, throttle 
control, and more! we 

SO flexible, if even transforms 4 = 
== Into a fixed-column steering wheel for 
driving simulations. Try G-FORCE. It’s like 
a heavy dose of reality. 


Suncom 


TECHNOLOGIES 


6400 W. Gross Point Rad., Niles, IL 60714 
708/647-4040 


Screen shot of WORLD CIRCUIT™ by MicroProse.” 


FOR IBM AND COMPATIBLE PCs. 


ICGR Previews 


HANNA-BARBERA 
ANIMATION 
WorkKSHOP 

BY EMPIRE 


DEVELOPED BY: 
Empire 


REQUIREMENTS: 
640K, 4MB RAM, 
VGA 


Sounpb Support: 
Most MAJOR 
SOUND CARDS 


THEME: 
ANIMATION/UTILITY 


Price: 
$69.95 


Revease Date: 
N/A 


Game SUMMARY 


RELIVE ‘CLASSIC 
MOMENTS OF HANNA- 
BARBERA CARTOONS AND 
CREATE NEW ONES. USING 
A SIMPLE ICON-DRIVEN 
systeM, HBAW ALLOws 
ANYONE FROM PROFES- 
SIONAL TO RANK NOVICE 
TO CREATE FULL-MOTION 
CARTOONS ON THE PC. 
USE A VARIETY OF TOOLS 
INCLUDING FiLL, Cur, 
| Paste AND TEXT TO ADD 
COLOR TO YOUR DRAW- 
incs. HBAW Features 
ONION-SKINNING, NOR- 
MALLY ONLY IN VERY 
EXPENSIVE ANIMATION 
SOFTWARE, THAT ALLOWS 
FOR THE QUICK AND EASY 
ADDITION OF MOVEMENT 
TO ANY DRAWING. HBAW 
COMES WITH A NUMBER 
OF STILLS TO USE AS TEM- 
PLATES FOR FUTURE CAR- 
TOONS. A UNIQUE VIDEO 
INTERFACE ALLOWS THE 
USER TO INTRODUCE THEIR 
OWN SCANNED IMAGE 
INTO THE PROGRAM, 
ALLOWING THEM TO TAKE 
A PERSONAL PART IN THE 
ANIMATIONS CREATED. 


88 


Your control panel gives you access to 
the many functions of HBAW. 


For many of us, cartoons were 
an important part of our growing 
up. We watched the antics of 
characters like Scooby Doo, the 
Jetsons, Fred Flintstone and 
Barney Rubble, and Yogi Bear 
and many others. Now, with the 
Hanna-Barbera Animation 
Workshop from Empire 
Software, you can bring those 
characters back to life! 

HBAW offers a simple, yet 
powerful interface for creating 
cartoons on your desktop. Even 
the total novice will find the 
point-and-click icon driven sys- 
tem extremely accessible. 


YOUR FAVORITE HANNA- 
BARBERA CHARACTERS 
COME TO LiFe! 


THE HANNA-BARBERA ANIMATION WorKSHOP 
LETS YOU PLAY WITH SOME OF THE BEST LOVED 
CARTOON CHARACTERS OF ALL TIME. 


One of the most impressive 
features is the inclusion of 
onion-skinning, normally found 
in professional animation pack- 
ages with a price range some- 
where in the four-figure range. 
This tool allows you to add 
motion to your drawings quickly 
and effectively. A full array of 
useful tools like Cut, Paste, Fill, 
Draw, and Text are included to 
allow you to create a number of 
different cartoon effects. 


Using the various tools at your disposal, you can add any sort of animation that 


strikes your fancy to the picture. . . 


. . .}hen watch the movie you've created animate exactly the way you've planned. 


Here, George and Jane Jetson do the cha-cha. 
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Shaggy, Scooby, Yogi, Boo-Boo and 
many others are included. 


In addition the the large num- 
ber of pre-created stills included 
in HBAW, anyone with a video 
camera and digitizer can import 
their own pictures into the soft- 
ware. This allows the user to 
now create cartoons or anima- © 
tions that feature actual digitized 
footage. Not only can this be 
used to create stunning back- 
grounds for Hanna-Barbera 
characters, it also allows the 


Bring all of your favorite cartoon char- 
acters to life! 


user to place him or herself 
directly in the middle of a car- 
toon with Shaggy and Scooby, 
Yogi Bear or other characters! 
Relive those golden moments 
of cartoondom with the Hanna- 
Barbera Animation Workshop. 


Scooby tries his hand a parachuting, 
thanks to HBAW. 
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COMING IN 
FEBRUARY, 


UNLEASHES 
MORE 


CD-ROM 
ROLE-PLAYING 
AND SIMULATION 
ACTION THAN 
WAS THOUGHT 
HUMANLY 
POSSIBLE. .. 


SiIMHEALTH 
BY Maxis 


DEVELOPED BY: 
Maxis 


REQUIREMENTS: 

386 or setter, SVGA, 
4 MB RAM, HDD, 
MOUSE 


SouNnD SupPort: 
AoLis, ROLAND, Pro 
Aupio Spectrum, 
Sound BLasTER 


THEME: 
SIMULATION 


PRICE: 
$29.95 


Revease Date: 
Ist Quarter, ‘94 


GAME SUMMARY 


TAKE A CLOSE AND 
HARD LOOK AT THE CUR- 
RENT NATIONAL HEALTH 
CARE SITUATION. 
DETERMINE A BASIC POLICY 
AS WELL AS YOUR OWN 
BELIEFS AND TEST OUT 
YOUR THEORIES ON A 
NATIONAL SCALE. IN ADDI- 
TION TO BEING SCORED 
ON HOW EFFECTIVE YOUR 
CHOICE OF HEALTH CARE 
SYSTEMS IS, YOU WILL 
ALSO BE JUDGED ON HOW 
WELL YOU STICK TO YOUR 
OWN PERSONAL BELIEFS. 
DURING PLAY, YOU WILL 
RECEIVE FEEDBACK FROM 
HOSPITALS, DOCTORS AND 
PATIENTS WHO WISH 
MODIFICATIONS IN YOUR 
OVERALL STRUCTURE. 
REGARDLESS OF YOUR 
DECISIONS, YOU WILL 
HAVE TO LIVE WITH THE 
ULTIMATE CHOICES YOU 
MAKE. SIMHEALTH WILL BE 
PRESENTED BY THE 
MARKLE FOUNDATION, A 
CONSORTIUM THAT PRO- 
MOTES THE ADVANCEMENT 
OF KNOW-LEDGE 
THROUGH COMMUNICA- 
TIONS TECHNOLOGY. 


and modify them to your desires. 


One of the hot topics of today 
from bars to CNN is the state of 
health care in this country. With 
the possibility of a national 
health care policy, a decision 
needs to be made in how that 
Structure should be set up and 
how it will satisfy the needs and 
desires of health professionals, 
patients and caregivers alike. 
Virtually everyone has a theory 
on the best way to set-up, intro- 
duce and run such a program, 
but no one can tell how any plan 
on paper will function in the real 
world. 

With SimHealth from Maxis 
and the Markle Foundation, you 
now have the chance to imple- 
ment your ideas regarding the 
current national health care situ- 
ation. The game begins with an 
auto accident that sends you to 
the hospital. The ensuing frus- 
trations, costs and inefficiencies 
that plague the system cause 
you to run for public office on a 
platform of health care reform. 

Before the election, the voters 
obviously want to know which 
direction you are leaning. You 
must enter your personal values 
at the start of the game. Your 
ultimate success or failure is 
graded in a very large part on 


how well you stick to your guns | 


e+ ae 
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The policies you introduce will directly affect hospitals, doctors and the level of care 


THE NATION’S HEALTH 
CARE NOW RESTS IN 
YOUR HANDs! 


MAXIS AND THE MARKLE FOUNDATION TACKLE 
THE DIFFICULT AND CONTROVERSIAL TOPIC OF 
NATIONAL HEALTH IN SIMHEALTH. 


Your health care decisions affect all major aspects of the community. Choose wisely 


te 


or the country’s level of health care will suffer a drastic decline. 


after you are placed in office 
until the year 2008, or until you 
are kicked out. 

The main part of the simulation 
centers around your policy. 
Everything you do and every 
program you try to institute costs 
money (represented by poker 
chips). When elected, you are 
also given a number of political 
favors that can be called in to 
assist you. One of your most 
important decisions will be 
where the money to implement 


gues 


patients receive. You can see the results with a simple mouse click. 


your policies comes from. 
Should you raise taxes, increase 
the deficit or lower the resources 
to other programs? Once your 
policy is set, test it out. As long 
as your various policies stay in 
line with your personal beliefs, 
you'll receive more and more 
political favors. If you have 
enough at the end of each term, 
you'll be re-elected. If not, you’re 
out on your ear with the health 
care crisis unsolved. 

You can get feedback at any 
time by seeing how the sur- 
rounding community is affected. 
A shrinking or even decaying 
structure is a sign that your poli- 
cy is in need of a drastic over- 
haul. You'll want to pay special 
attention to public opinion when 
elections come around. The con- 
stituent screen gives you direct 
feedback from those your plan 
most affects; the voting public. 

Your final performance is grad- 
ed on the evaluation screen. 
Everything you’ve done is grad- 
ed in terms of how well you 
stood by your beliefs as well as 
how well your policies work. 
Good luck. 


COMPUTER GAME REVIEW 91 


Hi 


AMC oe 
ADDRESS = 922 ee 
CITY, STATE ae 

ZIP CODE 
TELEPHONE (__) 


1. What is your age? 
a. under 16 
b. 17-21 


C2a-29 
— d. Over 30 


2. What is your sex? 7 
a. Male b. Female 
3. Do you use a personal computer? 
a. At home only . 
b. At work/school only | 
c. Both home and work/school 
d. None of the above 


4. What type of computer do you use? (Circle all that — 


apply) 

a. Amiga 

b. Apple (Non-Mac) 

c. Atari 

d. Commodore 

e. IBM/Compatible 

f. Macintosh 

g. Tandy/Radio Shack (Non-IBM) 


5. What kind of PC do you own? 


a. 286 d. 586 
b. 386 e. Other 
c. 486 

6. What is the speed? 
a. 20 Mhz d. 50 Mhz 
b. 25 Mhz e. 66 Mhz 
c. 33 Mhz 


7. Which types of games do play frequently? (Circle 
all that apply) 
a. Action/Adventure 
b. Sport Simulations 
c Flight Simulations 
d. Other Simulations 
e. RPG’s 
f. Puzzle/Board/Gambling 
g. other 


8. Where do you buy your gaming software? (Circle 
all that apply) 
a. Office supply store 
b. Computer Superstore 
c. Software specialty store 
d. On-line store 
e. Mail Order 
f. Retail store 
g. Direct from manufacturer 
h. Other 


9. In the past 12 months, about how much did you 
spend on gaming software? 


a. None d $250-$400 
b. Less than $100 e. More than $400 
c. $100-$250 
10. On the average how many games do you buy each 
year? 
a.1or2 c.6 to 10 
b.3to5 d. more than 10 


11. What type of software do you use on your 
computer? (Circle all that apply) 
a. Database management 
b. Communications packages 
c. Educational 
d. Games 
e. Spreadsheet 
f. Word processing 
g. Personal Finance 


-¥2. 


_ d. Sound board 


13. 


_ (Circle all that apply) 


- c. SVGA Monitor 
_ d. Sound board 
 e.Joystick 


14. 


15. 


16. 


+f. 


18. 


19. 


20. 


21. 


22. 


23. 


-f. CD-ROM drive 


Which of the following accessories do you 
currently own? (Circle all that apply) 

a. Graphics board 

b. Internal/External Modem 

c. SVGA Monitor © 


e. Joystick 


Which of the following accessories do you plan 
on buying in the next 12 months? 


a. Graphics board 
b. Internal/External Modem 


f. CD-ROM drive 
g. Hard Drive 


Do you buy children’s or educational Software? 
a. Yes b. No 


If Yes, how much software do you buy annually? 
a.1to3 c. 7 to 10 
b. 4 to 6 d. over 10 


What percent of your hard drive is dedicated to 
electronic entertainment? 
a. less than 10% 

b. 11% to 20% 

c. 21% to 30% 


d. 31% to 40% 
e. 41% to 50% 
f. over 50% 


Other than yourself, how many other people use 
your Computer? 
a. One 
b. Two 


c. Three 
d. More than three 


Which bulletin board do you subscribe to? (Circle 
all that apply) 

a. America On-line 
b. CompuServe 

c. GEnie 


d. Prodigy 
e. Sierra 
f. Private/local BBS 


Play-By-Mail games: 
a. | participate 

b. Plan to participate 
c. Not interested 


Do you have a full or part-time job? 
a. Yes b. No 


Please circle the letter that best describes your 
total annual household income: 

a. under $20.000 

b. $20,000 to $29,000 

c. $30,000 to $39,000 

d. $40,000 to $49,000 

e. Over $50,000 


What is the highest level of education you have 
attained? 

a. Attended High School 

b. Graduated High school 

c. Attended College 

d. Graduated 4-year college 

e. Postgraduate study 

f. Masters Degree 

g. Doctorate 


Which video gaming system(s) do you own? 
(Circle all that apply) 


a. Nintendo f. Game Gear 
b. Super Nintendo e. TurboGrafx 
c. GameBoy g. Neo-Geo 
d. Sega Genesis h. 3D0 

e. Sega CD system i. Atari Lynx 


24. 


25. 


26. 


af. 


28. 


29. 


30. 


Which of these helps you decide which computer 
games to buy? (Circle all that apply) 

a. Ads on TV. 

b. Magazine articles 

c. Ads in magazines 

d. Word of mouth/friends 

e. Game rentals 

f. Arcades 

g. Game in store 

h. Other 


Do you buy/subscribe to any of the following 
magazines? (Circle all that apply) 

a. Computer Gaming World 

b. VG 

c. PC Games 

d. Strategy Plus 

e. Electronic Gaming Monthly 


How many people read your copy of Computer 
Game Review? 


a. 1 d. 7-8 
b. 2-3 e. 9 or more 
c. 4-6 


Which sections of Computer Game Review do 
you read with interest each month? 


a. Reviews e. Previews 
b. Hardware f. Strategy 
c. Add-Ons g. CD-ROM Showcase 


d. Child Support 


What do you do with your copy of Computer 
Game Review when you are finished reading 
it? 

a. Save it 

b. Give it to a friend 

c. Discard it 


How much time do you spend reading each 
issue of Computer Game Review? 

a. Less than 15 minutes 

b. 15-30 mintues 

c. 30-60 minutes 

d. More than an hour 


How many times a month do you refer to your 
copy of Computer Game Review? 

a. 1-3 

b. 4-6 

c. 7-9 

d. 10 or more 


Rules: All entries must be received by March 1, 1994. CGR is not liable for lost or misdirected mail. One entry per person. No purchase neces- 
sary to enter. A random drawing of all eligible entries will be conducted to award the prizes, and the winners will be notified by April 1, 1994. 
Prizes are not transferable. illegible or incomplete entries are ineligible. All state federal taxes, if any, are the responsibility of the individual win- 
ner(s). All judges decisions are final. All prizes will be awarded. Void where prohibited or restricted by law. All Federal, State and local laws and 
regulations apply. Employees of Sendai Publishing Group, Inc. and their affiliates are ineligible to enter. Sendai Publishing Group, Inc. reserves 
the right to cancel this promotion at any time with appropriate notice. Winners’ names, likeness and prize information may be used by Sendai 


Publishing Group, Inc. for any promotional or advertising purposes without further compensation. 


Have You Watered 


~ DWARNING: KIDS MAY GROW 
ATTACHED TO THIS GAME. 


just-for-fun plants that sing or even 
fly! Cheek in every day or speed up 


the Srowing process. Sonés. sound effects 


The CD-ROM Game Rooted In Fun! 
Forever Growing Garden keeps 


érowing...even while your computer is off! 


Grow a fantasy world with and music sprout from your computer! 
animated magic plants and Sow the seeds of entertainment with 

@ their animal friends. Turn the Forever Growing Garden. 
spring seeds into wacky Fun for kids of all ades. 
flowers! Take baskets full of Now ready lor planting \ 
computer-sgrown veggies to at a software dealer ~ 
market. You can even Srow near you. MEDIA VISION 


Call 1-800-845-5870 for information or a dealer near vou. Media \ 
Vision. Inc. Forever Growing Garden i 


‘sion. Ine. 47800 Bayside Parkway. Fremont. CA 94538. Fax (510) 770-9592. Media Vision and the Media Vision logo are trademarks of Media 


I 
sa trademark of C-Wave. All other trademarks are those of their respective companies. © 1993 C-Wave. All rights reserved. 


TECH SPECS 


Requirements: 
4MB RAM, color 
8-B monitor, 
mouse, hard drive 


Sound Support: 
N/A 


Controller: 
Mouse, keyboard 


Available for: 
Macintosh 


Designed by: 
Maxis 


Distributed by: 
Maxis 


GAME SUMMARY 


Starting from a 
bare piece of land, 
build a huge metro- 
polis containing all 
the necessities of 
life. Deal with crime, 
pollution, taxes, the 
demands of citizens 
and whole lot of 
llama jokes. 


There are three different ways 
to play SimCity 2000. The first is 
to try one of the pre-created sce- 
narios. These are covered in the 
sidebars on the following two 
pages. The other two possibili- 
ties are creating your own map 
and using the map the computer 
creates for you. The second of 
these options is more challeng- 
ing. However, both are valid. 


Suilding 


When you create a territory for 
yourself, there are several things 
to do to make creating your city 


Eliminate the raised territory and the water that isn’t a part of the river to give you a 
map that will make city expansion simple. 
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town and read on. 


CITY PLANNING: A JOB 
FOR TODAY AND THE 


FUTURE. 


How TO CHANGE A TOWN IN THE STICKS INTO 
THE NEXT CENTER FOR COMMERCE WITHOUT 
LOSING THAT DOWN-HOME CHARM. 


This Mayan pyramid of water gives you 
a great place for power plants. 


easy. First of all, make your ter- 
rain flat everywhere, and get rid 
of a lot of the water. Keep either 
a coastline or a river to use. If 
you've chosen to build a coastal 
city, make sure you have a 
source of fresh water. 

Decide where you are going to 
start building your city. It should 
be very close to a fresh water 
source. Build a mountain nearby 
and place water all over it (see 
the above picture for an exam- 
ple). This can be used for plac- 
ing hydro electric plants, which 
as you will soon see, are the 
best source of power. Plant 
some trees in the empty space. 
Once you’ve done all of this, 
you’re ready to start building 
your city. Click done, name the 


Place water on the sides of hills, then 


There are many different 
sources of power in SimCity 
2000. Each has its own advan- 
tages and disadvantages. There 
are two things to look for in a 
power source. 

First, look at the amount of 
power you get per $100 spent. 
Some sources will give you a 
good return for your money, 
while others will not. The second 
thing to look for is whether or not 
the power source needs to be 
replaced. Hydro electric plants 
and windmills do not need to be 
replaced, while other power 
sources do. While these two 
power sources are expensive on 
a dollars-to-megawatt ratio, the 
fact that they are good for the 
rest of the game makes them 
well worth the price. This is why, 
when setting up a map, you 
would do well to create a water 
pyramid. If you haven't created a 
map, place water on the edges 
of your hills, then place hydro 
electric plants over them. Wind 
power is valid, but hydro electric 
plants take up space that can’t 
be built on anyway. 

If you do use a power source 
that needs to be renewed, solar 
power, microwave and fusion 
reactors offer the best combina- 
tion of no pollution and cost 
effectiveness. 


place hydro electric plants over them. 


Mion cy 


Much of the game is con- 
cerned with money. Depending 
on the option you chose to start 
the game, you can have 
$20,000, $10,000 or a $10,000 
bond that must eventually be 
repaid. Regardless of which 
option you choose, money will 
soon become a very real and 
lasting problem. You never 
seem to have enough to do what 
you think needs to be done. 
There are many ways to combat 
this problem. 

First of all, you can play with 
the taxes levied against your 
populace. Naturally, they want 
taxes lowered while you and 
your advisor want them raised. 
Strike a happy medium, and 
keep your taxes set around 7%. 
lf your industry or commerce is 
suffering, take the income bite 
and lower taxes on that section 
of the market. When business 
picks up, you can increase the 
tax level again. 

You can also save some 
money and potentially make 
some income with your city ordi- 
nance menu. Always have park- 
ing fines on. Until your city gets 
big, a 1% income tax will do 
more harm than good, since it 
will annoy the population and 
bring in little money. When you 
have the amenities people want, 
you can charge that rate with 
impunity. The same goes for the 
1% sales tax. Legalized gam- 
bling is a whole separate issue. 
While it will bring in a good deal 
of income, it will also increase 
your crime rate. With other ordi- 
nances, don’t worry about them 
unless your people really want 
them. Pollution controls, for 
instance, are worthwhile. 
Otherwise, don’t click on an ordi- 
nance unless you have more 
than enough income to cover the 
expense. 

With your budget menu, you 
can save some money by not 
funding each of the areas 100% 
if you don’t need to. Particularly 
with hospitals, schools and fire 
departments, trying reducing 
your spending, then clicking on 
your advisor’s opinion. Drop 
funding until they tell you that 
something needs to be done and 


Set your various + badiets har i Adlice. 
etc. to reflect your need at the time. 


raise the amount you are giving 
them by 5%. This way, you can 
put off building a new hospital or 
school until you really need it. 

The transportation budget is 
different. Within this budget are 
six smaller budgets for various 
types of roads and trains. You 
can safely get rid of the money 
you are spending on items you 
don’t have. For instance, if you 
don’t have any tunnels, there is 
no reason to spend money on 
repairing them. Your advisor will 
have a fit, but it doesn’t matter. 

One problem that will more 
than likely crop up after a few 
game years is that your citizens 
will start demanding various 
amenities. Usually, they want 
parks, a marina, a zoo anda 
stadium all at the same time. 
Since building all of this at once 
would cost you over $9,000 and 
since the chances are pretty 
good that you don’t have that 
kind of money to spend, you 
have to pick and choose. Parks 
are inexpensive, but won’t 
please people too much. Your 
best bet is to build a marina, 
since it will quell the populace’s 
desire for the other niceties for a 
time and it is the least expensive 
of the three. 


When the money starts com- 
ing in, you can keep your people 
happy by lowering the tax rate a 
little. When your city is very 
large, a tax rate of about 4% will 
still bring in several thousand 
dollars per year and will keep 
people from moving out in favor 
of a more amenable tax rate in a 
neighboring city. 


Layout 


The way you lay out your city 
will determine in many ways how 
many people it will attract. While 
Sims love to drive their cars, 
they hate to commute. They like 
to live within a few blocks of their 
jobs. Thus, any residential area 
you create should not be more 
than three city blocks away from 
either an industrial sector or a 
commercial sector, preferably 
both. 

Don’t build your city in strips of 
each type of zone. Instead, cre- 
ate a patchwork of commercial, 
industrial and residential areas. 
While there is a tendency to cre- 
ate only heavy zones, light com- 
mercial and light industrial are 
very important parts of your 
infrastructure. Don’t avoid them. 
Light residential is less important 


Spread industrial, commercial and resi- 


dential around the whole city. 
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SCENARIOS 


Flint, Ml: The loss 
of industry has 
caused unemploy- 
ment to shoot 
through the roof. 
You must save the 
town by bringing the 
Industrial population 
up to 21K within 5 
years. 

This simulation is 
not as difficult as it 
sounds. When you 
start, pause the 
game and connect 
all of the houses 
with power outages 
up to the network. 
Also, check on your 
water supply, build- 
ing water pumps as 
needed. Next, drop 
taxes on business 
and commerce to 1 
or 2%. Put money 
into business adver- 
tising and drop pol- 
lution controls and 
the nuclear-free 
zone to bring in 
more business. 
Don’t worry about 
losing money. 


Dullsville: It’s the 
turn of the century. 
The natives are 
restless. They want 
excitement. Build 
up the population to 
20,000 souls and 
have $5,000 after 
bonds in ten years 
to win. 

This one is tough. 
While most of the 
time, it’s not a good 
idea to take out a 
bond, it is warrant- 
ed in this scenario. 
Get a bond and 
spend on parks, 
stadiums, marinas, 
zoos and everything 
else your Sims 
want. Don’t cut 
back on taxes and 
don’t forget to build 
residential, industri- 
al and commercial 
zones to keep the 
populace employed. 
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More SCENARIOS 


Charleston, SC: A 
hurricane hits the 
area, Causing many 
to move out. 
Rebuild the town 
and reach a popula- 
tion of 45,000 in five 
years. 

This scenario is 
similar to Flint, MI. 
Instead of reducing 
taxes on business- 
es, though, make 
taxes on residents 
very low. Institute a 
number of pro- 
grams like Junior 
Sports and adver- 
tise for tourists. 
Remember to keep 
people employed. 


Hollywood, CA: A 
freak accident 
unleashed a mon- 
ster. Repair the 
destruction and 
bring the population 
back to six figures 
in five years. 

Dispatch every- 
thing you have to 
combat the fires. 
Surround the 
flames with firemen, 
using the police 
when necessary. 
Once the flames 
are out, attract peo- 
ple the same way 
as in the Charleston 
scenario. 


Oakland, CA: A 
small brush fire 
blossoms into a 
major conflagration. 
Contain the dam- 
age and bring the 
population back to 
50,000 in five years. 
Contain the fire as 
in the Hollywood 
scenario. It couldn't 
hurt to build a few 
extra fire stations to 
give you more to 
dispatch. Attract 
people the same 
way as in 
Hollywood and 
Charleston. 
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but it still has its place in any big 
city. Build light residential toward 
the edges of the map, near the 
water and on the edges of hills. 
In addition to making these 
areas increase in land value, it 
also makes sense that the high- 
er priced, individual homes 
would be in these prestige 
places. 

Sims will not build in an area 
that is more than three squares 
away from a road. Build zones of 
each type in six by six blocks 
surrounded by roads. Sims will 
also refuse to build in a new 
zone until it is powered. One 
nice technique is to place a 
water main directly under the 
power line that connects the new 
area. This way, as soon as the 
Sims start developing this zone, 
they will have both power and 
water immediately. 

Edges of the map and areas 
around water make the 6x6 city 
block idea difficult to carry out. 
Instead of forcing roads into 
some of these areas, use the 
space that is distant from the 
road for municipal structures like 
hospitals, police stations, water 
pumps and parks. This way, you 
are still keeping your supply of 
necessities and amenities high, 
are not forcing development into 
insignificant areas and are main- 
taining a regular city structure. 

You will find that much of your 
crime occurs in the heavy indus- 
trial areas. Thus, when you see 
the need for a new police 
department, it is a good idea to 
build them in industrial areas. 
While this will not eliminate the 
crime totally, your police effec- 


Surround your stadiums with a commercial district. The two will have mutually benefi- 


cial effects on each other. 
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‘ing the officers where the need 
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is greatest. The fact that crime 
tends to center in these areas is 
another reason why industrial 
sectors should not be massed 
together. Placing them in differ- 
ent places all over the map will 
spread the twin problems of 
crime and pollution over a wider 
area, making them easier to deal 
with. 

Traffic difficulties can be alevi- 
ated with some sort of public 
transportation. A railroad system 
is nice, but the rails and depots 
take up a lot of space. Buses are 
a better solution, since they use 
the roads you have already built. 
Don’t forget to build bus depots 
with relative frequency. Industrial 
areas, commercial zones and by 
amenities like stadiums, muse- 
ums, colleges and marinas are 
great place to put bus depots. 

The different charts and 
graphs can be very helpful at let- 
ting you know when you need to 
build police and fire stations. 
Your police and fire protection 
should cover the entire city. The 
picture below shows the crime 
rate in one town. In the grey 


Grey areas represent high crime rates. 
Place several police stations. 
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This graph shows that the city’s power 


buildings and build police 
departments to combat the prob- 
lem. While you will lose some 
houses or factories, the end 
result is well worth the effort. 
Pause the game before knock- 
ing down an area, since the 
chances are good that the 
always-expansionist Sims will 
replace the just-destroyed struc- 
tures faster than you can build a 


police station. 


Disasters come in two styles; 
man-made and natural. The 
man-made kind can be easily 
avoided if you have the money 
to do so. Power shortages and 
water shortages can be cured by 
adding more water pumps and 
power supplies. Use the graphs 
located in your toolbar to keep 
an eye on these statistics. When 
the level drops below 5, it’s time 
to build. 
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level is way down. 


While it is possible to avoid 
natural disasters by turning dis- 
asters off, that’s the easy way 
out. Disasters often will not 
affect you at all when your city is 
small. Tornados, etc. will often 
pass through your land without 
encountering a structure. When 
the city is larger, the chances of 
this are slim. 

The way to react to any disas- 
ter is to pause the game and 
assess the situation. Dispatch 
any emergency personal that 
you think are needed. If you 
have the money, building extra 
fire departments or police sta- 
tions in a crisis situation will give 
you more to dispatch. 

Once the disaster has passed, 
pause again and rebuild as 
much of the city as you can. 
Don’t be afraid to spend the 
money you have to repair the 
damage. -Steve Honeywell 
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Requirements: 
Mac Plus 

Hard Drive 
System 6.0.5 

1 Meg monochr. 
2 Meg color (6) 
3 Meg color (7) 


Controller: 
Keyboard 
Mouse 


Available for: 
Macintosh 


Designed by: 
Big Time 
Software, Inc. 


Distributed by: 
Big Time 
Software, Inc. 


GAME SUMMARY 
Tactical simula- 
tion of air combat 
with user-defined 
realism levels, 
tech levels, and 
missions. 


TECH SPECS 


Flight Commander is a tactical 
level wargame rich with possibili- 
ties and player options. It simu- 
lates modern air combat at the 
squadron and individual plane 
level, without requiring hand-eye 
coordination and accuracy. 
Flight Commander requires only 
high mental agility, not physical 
dexterity. Reaction time is turn- 
based, not real-time. 

Which is not to say that it isn’t 
difficult. In fact, keeping a plane 
or a squadron of planes intact in 
modern air combat requires a 
good deal of mental work and 
finesse. Flight Commander cov- 
ers a large area, spanning sev- 
eral technology levels and plane 
designs. You can fly the current 
cream of aviation against 
Korean war era jets, if you wish. 

No matter what the era, battle 
or planes used, however, there 
are certain elements of tactics 
that can see you through the 
unfriendly skies, certain ways of 
approaching situations. These 
can be guidelines only, of 
course; you'll always come 
across a Situation that requires 
the modification or complete 
abandonment of them. The true 
measure of a good strategist is 
knowing when to abandon 
strategies and go for the gusto. 
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Difficulty 
Options 


First, however, a word about 
the various difficulty options that 
are available. Flight Commander 
allows you to tailor exactly how 
difficult the game is to under- 
stand and play. However, it’s 
important to realize that the 
options do more than, minimize 
what you have to worry about: 
they substantially alter the flow 
and tactics of the game. Most of 
the rest of this strategy guide 
should work with most options. 
Here’s a list of the most crucial 
options and their essential 
effects: 

eMissile Tracking. This option 
produces a fundamental differ- 
ence in the combat engine. 
Without it, there is little you can 
do to defend your planes from 
enemy fire, since you'll have no 
opportunity to dodge. 
Offensively, it adds to the color 
and skills necessary to get a kill, 
like keeping a radar lock on the 
target and overkilling a target. 
Highly recommended. 


eRadar and visual contacting 
This can make a big difference 
in small dogfights or to planes 
without radar. Not being able to 
see your enemy is a big prob- 
lem. Higher tech planes don't 
have as much of a problem with 
this. Use it for additional chal- 
lenge in low-tech planes. 

eStalls/GLOC. This has a 
large impact on defensive flying, 
since you'll run into much more — 
danger when unable to turn 
tightly or fly fast. Use it (and its 
companion High-G Turn Limits) 
when you want a tense dogfight. 

eAltitude. This is the grandad- 
dy of difficulty options, the one 
with the most powerful effect on 
strategy and play. lf you can 
handle a 30 plane battle with 
altitude on, youscan handle 
whatever complexity this game 
can throw you. Again, use alti- 
tude for tight dogfights:.with few 
planes, or perhaps to spice up a 
ground attack (along with 
Advanced Ground Attack). It’s 


not recommended for large » 


plane battles, since it can be 
murder keeping track of every- 
thing as it is. 
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campaign battle is giving you trouble, try practicing it in a battle setup. 


Using Flight 
Groups 


Novice players often miss the 
ability to (or the significance of 
doing so) change the flight 
groups of the planes in the cam- 
paign game. These can have a 
very direct impact on the suc- 
cess of your mission and the 
Survival of your planes. You 
need to analyze your objective 
and decide how (and indeed 
whether) to split your force. 

When attacking an enemy air 
force, always send at least two 
planes on Lead and Sweep 
headings. If you have another 
pair of planes, use the Weasel 
heading as well. This allows 
your planes to begin surround- 
ing, or at least with several 
attack angles on the enemy 
planes. If he’s unwilling to split 
his forces, one (or more) of your 
groups can begin tailing immedi- 
ately and decimate him between 
your wings. 

When you’re after a ground 
target, you need to analyze its 
defenses carefully. Place most 
of your ground-attack force in 
the Strike group, loaded with 
rockets and bombs. If the target 
has heavy defenses, send two 
or three planes armed with 
ARMs and rockets in the Lead 
group to shatter the defenses 
before the main group arrives. If 
there’s enemy air cover as well, 
send a pair of planes on Sweep 
in order to catch them unawares 
while they zoom in on your 
bomber group. 


Accurate 
Missile Use 


Just because you’ve planned 
everything else carefully doesn’t 
mean that your enemy will go 
down in flames easily. You still 
need to arrange the best way to 
splash them as quickly as possi- 
ble, thus minimizing the chances 
they’ll have to splash you back. 

The most important factor in 
arranging your kills is the angle 
of attack. While other factors are 
important as well, you can't 
directly affect them. Study the 
diagrams on page 64 of your 
manual and know them. 


The manual tells you that any 
shot available is a good shot; 
while true up to a point, it’s not 
gospel. You carry a limited num- 
ber of missiles on your plane. 
Wasting them on poor shots at 
turning planes is a good way to 
find yourself helpless. On the 
other hand, when terribly out- 
numbered, you'll want to bank 
on lower odds and faster kills. 

Check target speed before fir- 
ing. You'll want it to be one of 
two things: really low (sitting 
duck) or really high (afterburn- 
ers, for that gentle heat-seeking 
caress). If he’s at a medium 
speed and a poor angle, don’t 
waste your shot. He'll come 
around again. 

The other side of the fire often 
argument, however, points out 
that the enemy will react to the 
first missile by going evasive. 
This will force a sharp turn 
(changing the angle) and a cor- 
responding, possibly heavy loss 
of speed. If you can afford to use 
two missiles to drop a bandit, 
use the first to set up the sec- 
ond. Just make sure you don’t 
lose target lock if you’re guiding 
your fire. 

Analyze your missile types 
using the data library before you 
load your weapons. Radar 
homers have a much longer 
range and angle of use, but suf- 
fer from generally poorer accura- 
cy (and in early years, a need to 
be guided to the target), 
Heatseeker need a closer range, 
but are generally more reliable. 
Plus, if you’re behind the bandit, 
you've maintained the positional 
advantage as well-— the truly 
important battle. 


Ranger (3) 77: 
 F-4C Phantom Ho. 


4 2 tas, 

emesis a as a 

Lfctin Bf text Pitt | 
Report 


ie 
(aE : Comba 


Is 


scotseeet 


Flying 

It is of course important not to 
be hit. Charred wreckage does- 
n't win battles. Defensive tech- 
niques can minimize your losses 
both before and after enemy 
missile launch. 

The best defense is a good 
offense. Dead planes don't 
shoot back. Even live planes 
have difficulty firing if they are 
dodging your fire instead. If you 
have a numerical advantage in 
either planes or missiles, keep 
launching them if you have a 
decent chance of hitting. He'll 
lose speed, chances to fire back, 
and hopefully a few planes as he 
goes evasive. 

However, if you've got an 
inbound missile, there are things 
you can do. Make a High-G 
maneuver on the turn before the 
missile will hit. Be careful, how- 
ever; don’t lose too much air- 
speed, or the next missile might 
well splash you. Present the 
worst interception angle to the 
missile that you can. Know the 
enemy’s missile loadout and try 
to figure out if it was a radar mis- 
sile or a heat-seeker; if its not a 
heat-seeker, hit your burners to 
keep up the airspeed. Maximize 
speed and angle of attack, and 
just hang on and hope. 
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Two on three furball: split forces and try to corner a bandit if you’re in a faster plane. 


If not, hang tight together and cover your wingman. 
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THe BINGO LINE 


Watch your fuel 
level carefully. The 
temptation to leave 
your display on 
weapons remaining 
is a strong one, but 
keep an eye on the 
red portion of your 
fuel tank. That’s the 
fuel you need to get 
your bird home 
safely. When fuel 
gets low, you'll have 
to turn tail or lose 
the plane on the 
ride home. It’s 
embarrassing to 
down three enemy 
aces without a 
scratch and have to 
ditch the plane on 
the way back. 


Bic PROBLEM 


Ah, the joy of high 
speed versus the 
agony of high fuel 
loss. Afterburners 
are thirsty beasts. 
You must use after- 
burners only when 
truly necessary. 
Otherwise, you’re 
killing your own 
planes slowly as the 
bingo line marches 
ahead. Also, ene- 
mies with heat- 
seekers love for you 
to burn needlessly. 


SIMPLE 
SOLUTION 


Keep that throttle at 
cruise (50%) or less 
unless in clear sight 
of the enemy or 
escaping the furball. 
You'll need the fuel 
you save when out- 
running and out- 
turning the enemy. 
If you’ve got 
Altitude on, then 
use it to gain speed. 
Your fuel is your 
life: don’t waste it. 
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Data LIBRARY 


The instant, and | 
mean the very sec- 
ond, that you have 
a positive ID ona 
bandit, use the data 
library. It’s there for 
you for a reason. 
You need to know 
the enemy’s capa- 
bilities (and liabili- 
ties) immediately, 
because they will 
shape the rest of 
the sortie. Your 
most immediate 
concern is his most 
likely missile load. If 
he’s got heat-seek- 
ers, don’t afterburn 
with your flank 
towards him. Are 
they all-aspect heat 
seekers? Don’t burn 
at all. Is his top 
speed much slower 
than yours, or is he 
subsonic and you're 
supersonic? Climb 
to higher altitudes— 
your speed advan- 
tage will be greater 
in the thinner air. 
Conversely, if he’s 
the speed machine, 
hang low where 
ground clutter and 
the thicker air will 
hinder him. Check 
his range and top 
speed, and try to 
gauge his fuel use, 
especially with 
regards to his 
(assumed) use of 
afterburners. If he’s 
close to the bingo 
line, press him 
hard. Compare can- 
non capabilities and 
decide if you should 
fight close or at 
range. Count mis- 
siles. When he’s 
out, press the 
attack hard. Can his 
missiles be fired on 
high-G, and are 
they nimble? You 
need to know. 
Information is your 
best ally. Know 
thine enemy. 


Dra son 'S Jaw 


The Dragon’s Jaw campaign is 
an interesting one both histori- 
cally and tactically. We’ll go 
through the campaign mission 
by mission and explore some of 
the better tactics and ideas to 
prevail in the mission. Obviously, 
the vagaries of chance make a 
precise how-to guide impossible, 
but following these basic sug- 
gestions will keep your planes 
flying higher and longer. 


Overview 


You'll be flying the new F-4 
Phantoms, a new jet (to the 
‘60s) with the “modern” develop- 
ment of no cannon on-board. 
Beyond this little oversight, your 
squadron will do nicely against 
your most numerable foe: the 
MiG-17. The Fresco has no mis- 
sile capability and only a moder- 
ate cannon load. 

Your main objective is the 
destruction of the Thanh Hoa 
bridge, commonly called the 
Dragon’s Jaw. The North 
Vietnamese are using the bridge 
to supply a broad front; U.S. 
ground troops are counting on 
you to kill those supplies. If 
you're successful, you may get a 
chance to strike at the supply 
dump itself in Hanoi. 

Most of your missions will be 
creating and maintaining air 
superiority in the area over and 
around the bridge; an important 
few, though, will be the crucial 
strikes against the bridge and 
possibly Hanoi. 
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Air-to-Air 


All your early air sweeps will 
be against the MiG-17, a largely 
obsolescent fighter with no mis- 
sile capability. They’ve got no 
radar, a range nearly a third of 
yours, and only moderate can- 
non loads. With your powerful 
radar, you’ll see them and 
launch before they sight you. 
Additionally, your HUD will give 
you the visual and IR info you 
need to make effective use of 
the Sidewinders. 

Stay at long range, and the 
battle is won. Period. They can’t 
touch you at a range of more 
than one; your Sparrows can 
lock on at a range of 42. Most of 
your patrols will be a squadron 
of four; give two the lead posi- 
tion and two either weasel or 
sweep. That way, one group is 
almost certain to have a long run 
in, firing Sparrows from long 
range to minimize lock-on loss. 

It's actually advantageous to 
split from your wingman in these 
furballs. Let a MiG get on the tail 
of one plane (he can’t catch you; 
you're faster) while the other 
sets up a kill. Wheeling in oppo- 
site directions at the beginning 


of the fight will panini x this 
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more Phantoms slide in behind him, ready to lock and kill. 
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nicely. 

Later, however, you'll be fac- 
ing the hot MiG-21s. The 
Fishbeds carry a pair of rear- 
aspect heat seekers (AA-2 
Atolls). Here, fall back on stan- 
dard tactics and keep the range 
open to use your Sparrows. 
Keep burners off until they’ve 
dumped their Atolls; then hit 
their six and use your 
Sidewinders for the kill. 

In general, carry Sidewinders 
over Sparrows. The heat-seek- 
ers have a better kill rate and 
better tracking. Unfortunately, 
their range is limited to ten 
squares, and they can still be 
fouled by bad weather. Still, 
Carry aS many as you can. 


Air-to-Ground 


On your serious ground raids, 
you'll be accompanied by real 
bombers to do the job (either 
Thunderchiefs or Intruders). This 
is good, since the enemy targets 
are often difficult to damage. 
The Dragon’s Jaw itself is nearly 
impossible to crack. 

Always divert a portion of your 
force to the Strike position, 
allowing them to protect and fly 
hard cover for the bombers. The 
remainder should be placed in 
the lead, unless heavy air oppo- 
sition is expected, in which case 
put a pair on Sweep or weasel. 

Munitions supply will decree 
your tactics. Rockets-are shame- 
fully low in number usually; give 
them only to pilots with a 7 
ground attack score. ARMs are 
luckily in good supply, since 
SAM batteries are heavy. 

Load down the lead formation 
with the ARMs. Keep firing them 
in a staggered, every other turn 
sequence, keeping the enemy’s 
head down. Some of the SAMs 
will go off-line to avoid damage; 
that’s just fine. Also pack the 
ECM pods on the lead jets; 
they'll need to go wild over the 
target, distracting enemy mis- 
siles and flak until the strike 
group arrives. 

The strike group should pound 
the target hard all at once. Don’t 
waste time and effort on defens- 
es until the main target is down; 
if all planes miss, scatter on 
afterburners and come back 
another day. -Kevin Perry 
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TECH SPECS 


Requirements: 
286, 580K low, 
DOS 3.1, VGA, 
HDD 

Sound Support: 
SoundBlaster, 
AdLib, Roland 


Controller: 
Keyboard, mouse, 
joystick 

Available for: 

PC compatibles 


Designed by: 
LucasArts 


Distributed by: 
LucasArts 


GAME SUMMARY 


Help Sam and Max 
solve the Case of 
the Skedaddling 
Sasquatch. Enjoy 
the twisted humor. 
Play Wak-A-Rat 
until you go insane. 
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After a cheaply staged 
beheading of an evil scientist, 
Sam and Max (Freelance Police) 
Get a call trom. the 
Commissioner (a figure shroud- 
ed in legend, cloaked in dark- 
ness, swathed in sublimity, cra- 
died in cauterized colons, and 
other alliterative descriptions). 
This call will lead them down the 
path of naturalist John Muir, to 
the very edge of a species’ 
extinction. Will you answer the 
call? Will you laugh in the face of 
danger? Will you get bubble 
gum on the soles of your shoes? 
And, most importantly, will you 
discover that seamonkeys are 


YoOu’RE AWFULLY CUTE 
WHEN YOU DREAM OF 


OBSOLETE CEREALS. 


THE CASE OF THE SKEDADDLING SASQUATCH 
WILL OUTRAGE YOUR NEIGHBORS AND MAKE 


YOUR PARENTS CRINGE! 
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Wak-A-Rat! Wak-A-Rat! Wak-A-Rat! 


More fun than sewing your eyelids shut! 
not primates!? All this and more 
await... 


At the carnival (after you've lis- 
tened to what the short blond 
mutant and his pal are talking 
about), you need to figure out 
how to get past Flambe the Fire- 
Eater. Did you remember to get 
the can of gasoline from the 
trunk of the police car? You did? 
Liar, liar, pants on fire! There is 
no gasoline can (“Even though 
it's one heck of an idea.”—Max). 
If you met your contact outside 
Sam and Max’s office, you 
should have what you need. Just 
give it to him. 

Now that you’ve gotten inside, 
take a look around. The Human 
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Sam and Max, Freelance Police. ‘To serve and protect’ is a good motto, but not 
good enough for them. 
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Enigma is well worth the price of 
admission, considering that you 
paid nothing. [alk to the 
Kushman Brothers—after all, they 
hired you. You'll learn things 
you'd probably be better off not 
knowing, but in order to solve 
the case you'll have to know 
them anyway. Make sure you 
pick up everything you can get 
your hands on (and while you're 
at it, check out the head in the | 
jar)! 
Once you’ve learned all you | 
ever wanted to know about car- 
nival freaks, sashay on over to 
the Cone of Tragedy. Looks like 
fun! Looks like you'll yuke all 
over yourself despite having no 
corndogs! Yes, you should ride 
this bad boy. To do so, you can’t 
just walk up to it. Instead, you 
need to find someone knowl- 
edgeable about the operation of 
the COT. Perhaps the beer-swill- 
ing, lice infested operator sitting 
on his butt nearby? Sure! 
There’s a man I'd entrust with 
my life! 

After experiencing the Cone of 
Tragedy, you'll probably feel a 
few pounds lighter. But wait! You 
didn’t blow chow! Better check 
your inventory... Now where'd all 
you neat crap go? You can’t 
seem to find it over by the 
Cone... If | were you (and thank 
goodness |’m not), I’d talk to the 
operator. 

Your possessions safely 


And they're off! Where will this adven- 
ture take them? Only time will tell... 


devours our heroes. 


returned to you, you should 
make sure everything is there. 
Hey! Where’d that magnet gizmo 
come from? Take a close look... 
and get that map out of my face! 
Wait a second... What map? 

Near the Cone of Tragedy is 
the infamous Wak-A-Rat game. 
If you don’t feel like playing it, 
you don’t have to. You also don’t 
have to win this game. Play 
Wak-A-Rat until you win. Then, 
play it some more. Keep playing 
it until you’ve had enough. Fun, 
isn’t it? (Editor's recommenda- 
tion: save your game here. Trust 
me. You'll want to be able to 
play Wak-A-Rat some more 
later, perhaps even years 
hence). Once you’ve won, col- 
lect your prize. Notice that your 
prize is incomplete. If you got 
the thing from your closet in the 
office, use one with the other. 

Because you don’t have every- 
thing you need, head to 
Snuckey’s. While you’re there, 
pick up those cute bootleg Sam 
and Max games, as well as 
some of that quasi-edible snack 
food that they like to say tastes 
like pecans. And, as an after- 
thought, take the bathroom key 
(trickier than it looks, but you'll 
figure it out). If you talk to the 
Snuckey’s clerk, you'll find that 
he’s a whiz at opening jars. 
Have any jars with you? lf not, 
you missed something back in 
the Hall of Oddities. If so, get the 
clerk to open the jar you’ve been 
Carrying around. 

Now you should proceed 
(posthaste, if you don’t mind) 
back to the carnival, to the 
Tunnel of Love. Max always gets 
sort of gooey-eyed at the 
prospect of riding the TOL with 
Sam, but don’t worry—Max is a 
lagomorph. In the Tunnel, equip 
yourself with the (now complete) 
prize from the Wak-A-Rat game. 
Using the prize will give you 
amazing vision in dark places. 
When sparks fly, use Max, then 


The amazing flying fish of the Poconos 


anything about Henry the Eighth, 


don't marry him. You may want 
to admire his unusual shaving 


techniques, though. And, if you 
need six foot high glowing neon 
letters, pull his beard. 

Doug the Mole-Man knows lots 
of stories about Bruno the 
Bigfoot. He’ll even tell you them 
if you give him something he 
wants. Something sweet. 
Something that is almost (but 
not quite) completely unpalat- 
able. Something like the pecan 
candy. In return, he'll give you 
the “key” to Trixie’s trailer. Don’t 
forget to turn the ride back on 
before you leave. 

Now you should go unlock 
Trixie’s trailer. Since you're a pri- 
vate investigator, do some 
investigator-like things. Poke 
around. Examine things. Steal 
everything you can lay your 
hands on. When you exit the 
trailer, you may wish to play 
some more Wak-A-Rat. Please, 
by all means, indulge yourself. 
Through with it yet? Okay, one 
more game. Ah! Feel better? 
Turn around and take anything 
beginning with the word 
“Fresnel”. 
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The World’s Largest Ball of 
Twine in Central Dis, Minnesota, 
should be your next stop. Here 
you should visit the rotating 
restaurant high atop this giant 
wad of string. Even though you 
won't be able to accomplish any- 
thing with it just yet, attach the 
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get out of the Swan. If you know 


crticteaaneantaiat nia: 


C : af 
What? Where? | don’t see any beast 
around here... 


lens to the binoculars, then use 
the wires sticking out of the 
ground with the binoculars. 
Come back to this little setup 
after you've talked to Shuv-Oohl 
(who is not the guy in the turban 
at the other side of the restau- 
rant). Now you should check out 
the guy in the turban. Notice 
what he’s doing? You'll probably 
want one of those wrenches, 
since tools are highly sought- 
after implements in adventure 
games like this. The swami will 
give you one; you just need to 
ask him about the wrenches. 
Exit the restaurant, and check 
out the ball of twine from your 
viewpoint on the decking. Shock 
and amazement creep across 
the dimwitted features of your 
face as you realize you need 
that loose end, but can’t get to it 
from where you currently stand. 
You need to get to the other side 
of the decking. And what is 
going on on the other side? A 
chef is chopping up fish. How 
can you get to the other side, 
you ask? Well, you should prob- 
ably proceed to the World of 
Fish (if you don’t have this on 
your map, you probably haven't 
checked your inventory since 
you left the Cone of Tragedy), 
since there’s a certain fish motif 
to the resta 
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Picture captions are hard to come by, and besides, this picture kind of speaks for 


itself, don’t you think? 


THE SASQUATCH 
BALL 


If you can’t get into 
the sasquatch bail, 
here’s what you'll 
need: the bathroom 
key from Snuckey’s, 
the stiltwalker’s cos- 
tume, Conroy Bum- 
pus’ toupee, tar 
from the tar pit 
slide, and hair from 
the woolly mam- 
moth. First, you 
may have noticed 
that the sasquatch 
bouncer is in some 
pain from his corns 
and callouses. Give 
him the bathroom 
key and he'll like 
you more. Pour the 
tar on the stiltwalk- 
er’s costume, then 
put the hair on it. 
Next, attach Con- 
roy’s toupee to the 
costume. When you 
are done, use the 
telephone booth. 
You should now be 
able to gain 
entrance to the 
sasquatch ball. 


BUNGEE JUMPING 


If you tried solo 
bungee jumping, 
you're missing the 
point. Have you 
noticed that neither 
Sam nor Max are 
ever alone onscreen? 
Once you’ve hooked 
yourself up to the 
bungee cord, use 
Max. In order to get 
any tar, you need just 
a little more reach. If 
you don’t have the 
Snuckey’s cup with 
you, go get it. Attach 
the Snuckey’s cup to 
the golf ball retriever 
(which should have 
Jesse James’ hand 
attached to it), and 
you should be in busi- 
ness. 
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FUN STUFF 


There are a couple 
of places in the 
game where you 
can use Max that 
have no effect on 
winning the game; 
they’re simply put 
there for humor. At 
the carnival, try 
using Max with the 
Test of Strength 
game. While you’re 
visiting the World of 
Fish, use Max with 
the net full of fish. 


THE FOUR 
TOTEMS 


If you’ve gotten this 
far, you’re nearly 
done. Here’s a list- 
ing of the penulti- 
mate ingredients of 
the solutions: for 
the first totem, you'll 
need the snoglobe, 
the ice pick, the bot- 
tle of wine, anda 
piece of the Mystery 
Vortex; the second 
totem requires the 
twine, Max, and the 
police car; the third 
totem can be solved 
with the portrait of 
John Muir; and the 
fourth totem will 
vanish with Conroy 
Bumpus’ hair tonic. 


THE CLEANING 
~ RoBoT 


You cannot use the 
Force™ to get the 
robot to listen to 
you. Try brushing 
up on robot pro- 
gramming. There’s 
a good book over 
C.B.’s bed, which 
you could probably 
just reach with 
Jesse James’ hand. 
Once you've learned 
what you need, use 
the robot. 
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seem to indicate the need for 
(wait for it) FISH. 


It's the World of Fish, by 
George! First things first: you 
should get the bucket of fish by 
the stand, then go talk to the 
angler about that helicopter (if 
you haven't seen a helicopter, 
you're not playing the right 
game). After you’ve discovered 
the nature of the helicopter, you 
can probably figure out this puz- 
zle, but for those of you who are 
stumped by more than just the 
Clinton Health Plan, the answer 
follows. BIG HINT ALERT: read 
no further unless you want the 
whole answer revealed about 
how to get the loose end from 
the big ball of twine! First use 
the bent wrench to loosen the 
large plaster fish standing in the 
water. Climb into it. Use Max on 
the plaster fish. You'll be up, up, 
and away in no time. To get the 
loose end, use Max on the 
twine. Finis. 


_ Gator Golf is where you need 
to go next. First, admire the 
large Scottish alligator. After 
your mind has endured enough, 
go to the concession stand and 
dig in the trash. If you talk to the 
proprietor (and who wouldn't 
want to speak to such a pinnacle 
of the human condition), he'll tell 
you what you've found. Now 
head on down to the course. 
You cannot avoid C.B. and his 
henchman, so sit back and 
watch the action unfold! To get 
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Max out of the tank, you need to 
know something about alligators. 
First, golf balls are not an alliga- 
tor delicacy. Second, these are 
cartoon alligators. Third, you’re 
carrying something these alliga- 
tors like a lot more than golf 
balls. In order to get Max out of 
the tank, you need to build a 
path to the tank. Since the only 
building material you have is alli- 
gators, you should aim fish shots 
at varying points to entice the 
alligators to move. Once you 
have your alligators in a row, 
walk out to the tank and open 
the door (but not before enjoying 
the brief cinematic experience of 
Sam dumping Max into the 
tank). Once you've opened the 
tank, you should see a slight 
crack in the tank’s stand, as if a 
door is standing not quite ajar, 
but not quite closed either. It’s... 
it's... a DOOR! Be sure to get 
the sno-globe and bigfoot fur 
before you leave. 


You should now have every- 
thing you need to tackle the 
Mystery Vortex. Even though all 
the furniture floating around out- 
side is interesting, you can’t do 
anything with it. So quit fooling 
around and get to where the 
action is! Go to the concession 
stand area and get the bigfoot 
fur there (this should be your 
third piece of fur—if not, the other 
two are at the carnival and at 
Gator Golf). Now go to the gen- 
eral vicinity of the puddle and 
look at the color of the door free- 
standing in the middle of the 
room. In order to get through 


It’s hard to beat a picture of a lagomorph belittling a Country & Western superstar, so 


here you go. 
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statement. 

any of the doors, you need to 
attune yourself to the proper fre- 
quency of light (which will match 
the door’s color). If you don’t 
know what I’m talking about, you 
should read some literature by 
Charles Lutwidge Dodgson. If 
you don’t know who Charles 
Lutwidge Dodgson is, perhaps 
you should whiplashsnap your 
encyclopedia out. Once you 
know who he is, perhaps you 
should find out what he wrote. 
Once you know what he wrote, 
you should be able to find the 
magnets Max mentioned earlier 
in the game. Once you find the 
magnets, you should be able to 
figure out how to attune yourself 
to the proper frequency of light. 
Once you’ve attuned yourself to 
the proper frequency of light, 
you should be able to get 
through the proper door. Once 
you've gotten through the proper 
door, you'll have found the man 
to help you. He’s Shuv-Oohl the 
Mole Man, and he’s small, white, 
and mystical. His karma appar- 
ently has run over his dogma, 
ever since he lost his mood ring. 
Your job: find it. Since he told 
you where it is, you should have 
no trouble. Bring it to him, and 
he will reward you with some 
Mole Man Magical Powder (real- 
ly!); he’ll also give you some 
rather explicit instructions as to 
what to do next. The only prob- 
lem is that he doesn’t tell you 
how to get to Frog Rock, only 
where it can be found. Go to the 
World’s Largest Ball of Twine 
and look through the binoculars 
(wires and lens attached). It will 
take several tries, but you need 
to wait until you’ve seen both of 
the items Shuv-Oohl mentioned 
that surround Frog Rock, then 
look for it between them. Once 
you've seen it, go there and per- 
form the required ritual. You will 
be rewarded with another piece 
of the puzzle: the location of 
Bumpusville. -Ted Chapman 


DAVID BRABEN PRESENTS 


‘FRONTIER ELITE 
2’ Pitches you far 
into the future as 
you take on the role 
of an intergalactic 
mercenary. A rich 
and varied life of 
adventure awaits. 
Features beautifully 
animated introduc- 
tion sequence, a 
choice of classical 
music to accom- 
pany your missions 
and a variety of 
ways to play the 
game, including 82 
basic missions. $38 


‘RED CRYSTAL’ 
Seek out the 7 se- 
crets of life. Can 
you forge through 
the evil that lurks 
in the depths of the 
eerie dungeons, the 
ominous castle tow- 
ers and the savage 
countryside? Play 
alone or modem it. 
Features over 70 
dungeon levels, 7 
castles to chal- 
lenge, breathtaking 
graphics an auto 
mapping feature & 
modem play. $34 
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Visa & MC Accepted. Checks Held 4 Weeks. 
Money Orders Treated as Cash. COD $8. 
Compatibility guaranteed. Shipping charges 
non- refundable. Shipping times not guaran- 
teed. Mostitems shipped same day. Price and lr AE 
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OVERNIGHT SHIPPING IN US $4 PER OR- 
DER. Mail to Canada, PR, HI, AK, APO, FPO 
$4 per order. 4-8 day Worldwide shipping $6 
per item. Including Kuala Lampur. 
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NT PRINCE’ Explore the world! Can you 


‘THE MERCHA 


seek & explore the old world and find new worlds with 
their own prospering ports of call? Find advantageous 
trade routes. Historical & random maps. Modem play.$39 
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over 500 pages of dox all in a 3 ring binder & slipcase.$44 
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Castle Wolfstein-Spear $32 Hell Cab $52 Lands of Lore $34 Max Overkill Mis Disk 2 $32 Sid Meir's Civil War $58 Free D.C. 5.25 
Companions of Xanth $34 Hi-Tech Aircraft $43 Legacy: Realm Terror $39 Mechwarrior 2 $42 Sim City 2000 $42 John Elway Quarterback 5.25 
Day of the Tentacle $35 Inca $39 Lord Of The Rings V2 $37 MiG 29 $48 SimAnt or Simlife WIN = $29 MacArthur's War 5.25 
Deamon’s Gate $32 Indy Jones Fate Atlantis $42 Lure of the Temptress $16 Pacific Strike $52 Space Hulk $36 S.C. Out 
Dragon Knight 3 $49  Interplay’s 10th YrAnth $48 = Magic Candle 1 $24 Privateer $48 Star Control 2: $34 Trump Castle 2 5.25 
Eric the Unready $21 lron Helix $56 Magic Candle 2 or 3 $19 Reach for the Skies $19 Strike Squad $41 Video Poker Windows 
Flashback $32 Jutland $48 Martian Dreams $37. Red Baron VGA $36 Task Force 1942 $39 ___ Video Poker 
Fred Pharkas Front Pharm $38 King’s Quest 6 $45 MegatTraveller:Zhodani $19 Sea Wolf $48 Unnatural Selection $38 Video Poker By Masque 
Gabriel Knight $39 Labyrinth of Time $48 Megatraveller $24 Seal Team $42 Walls of Rome $39 
Gateway 2:Homeworld $34 Legend of Kyrandia $39 Might & Magic 4 or 5 $39 Speed Racer $34 War in the Gulf $29 
Hand of Fate $34 Leisure Suit Larry 6 $46 Pirates 3.5 $19 Sub War 2050 $48 Warlords 2 $39 
Inca 2 $42 Lost in Time $19 Pools of Darkness $38 Syndicate $36 
Indy Jones 4 Fate Atlantis $36 Mad Dog Mcree $34 Quest for Glory 4 $42 Tie Fighter $48 Acquire 3.5 
Isle of the Dead $38 Man Enough $45 Realms of Arkania $35 Top Gun Danger Zone $31 Amazon 3.5 
Jack the Ripper $39 Myst $64 Rome: Pathway to Pwr $29 Tornado $48 Breach 2 5.25 
Jonny Quest $26 Protostar $44 Sleeping Gods Lie $19 Ultrabots Sanction Earth $39 Beat the House $29 Lost Admiral 
King’s Quest 5 VGA $36 Rebel Assault $48 Spelicraft: Aspect Valor $38 Wing Commnder Acad $32 Casino Lite 7 Card Stud $12 Magic Candle 2 5.25 
King’s Ransom $38 Return To Zork $48 Stonekeep $52 Wing Commander 2 $29 Casino Lite Texas Hold'em $12 Megatraveler Zhodani 5.25 
Leisure Suit Larry 6 $42 Shadow of the Comet $48 Stronghold $36 WC2Operation1or2 $22 ChessManiac 5 Bil & 1 $42 Mercenaries 5.25 
Police Quest 4 $44 S Holmes Consulting Det 1$36 Tales Magic:Proph Shad $16 World Circuit $35 Classic 5 $32 Playmaker Football 
Prince of Persia 2 $39 Sim Ant\City\Earth ea $48 The Genies Curse $45 X-Wing $40 Faces Tetris 3 $15 Rules of Engagement 5.25 
Return of the Phantom $34 Star Trek 25 Anniv $55 Ultima 7.5 Serpent Isle $48 X-Wing MD 1 or 2 $18 Gambit $36 Star Legions 5.25 
Return to Zork $42 Startrek the Next Gen $46 Ultima 7.5 Speech Pack $18 Yeager’s Air Combat $21 Game-Maker Ver 2.0 $49 Warlords 5.25 
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TIE FIGHTERS, ASTEROID | 
FIELDS AND TRAINING. . . 


LUCASARTS RELEASES REBEL ASSAULT TO PLEASE THE 


REBEL PILOT IN EVERYONE. 


Reset ASSAULT 
By LucasArts 


FoR PC CD-ROM 


Star Wars and electronic gaming are 
an incredibly synergistic cultural phe- 
nomenon. The film arrived in U.S. the- 
aters in the summer of ‘77, less than a 
year before the Atari 2600, Odyssey2, 
Bally Professional Arcade, and several 
other pioneer video game systems revo- 
lutionized the concept of interactive 
entertainment. 

On the computer front, the TRS80 
and Applell+ were engaged in a death 
match over which company would inherit 
the microcomputer universe. The Apple 
won, largely because its Tie Fighters 
and X-Wings looked better. 

The Star Wars mythology was imme- 
diately absorbed into gaming's collective 
consciousness. Its images and icons 
became gaming’s images and icons. 
Imperial Walkers, intergalactic empires, 
light sabers, Yoda-speak, the Force, and 
the other conventions of George Lucas’ 
epic storyline became prime compo- 
nents in the kit-bashing process that cre- 
ated electronic science fiction games. 

All this history serves to introduce one 
of the greatest technical achievements 
of the multimedia age, an action game 
with all the hot FMV and texture-map- 
ping any CD-ROM devotee could hope 
for, and playability that just won’t quit. 
Rebel Assault sends the player-charac- 
ter, code named Rookie-One, on every- 
thing from Tatooine training flights to 


SCORE O0D00506 


TIE Fighters come in wave after wave, even in 
the middle of an asteroid field! 
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PILOTS @ SCORE 00083300 


STRENGTH em 


Imperial Walkers are a little tougher to bring 
down. 


extra-vehicular assaults on Empire 
enclaves, employing four primary visual 
displays. 

In third-person flight sequences, the 
player's ship is visible in the screen fore- 
ground; third-person bombing tracks the 
player's ship from a slightly angled over- 
head perspective; first-person flight 
offers an out-the-cockpit view; and third- 
person shooting is employed when 
Rookie-One leaves his ship and heads 
into danger on foot. 

There are also several special scenar- 
ios, involving an incredible looking Impe- 
rial Walker, a heart-stopping jaunt 
through an asteroid field, dogfights 
against Tie Fighters; and an encounter 
with a mammoth Star Destroyer. To take 
out the walkers, Rookie-One’s X-Wing 
must hammer away at vital shielding 
panels on the empire’s elephantine 
ATAT. In the asteroid field, the brown, 
rocky ‘roids can be dusted by the ship’s 
guns, but the ice asteroids are indestruc- 
tible and must be avoided. TIE Fighters 
can be taken out easily enough, but all a 
Star Destroyer’s shield generators must 
be destroyed before those monsters can 
be put to sleep. 

The game’s storyline is set after the 
conclusion of the first film. The Empire 
has been struck a vital blow with the 
destruction of the Death Star, but it is far 
from being on the run. Under Darth 
Vader, the Empire is rallying to wipe out 
the Rebel Alliance in one massive, retal- 
latory strike. 

The player-character is just another 
Tatooine farmboy—much like another 
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You'll need to go through multiple levels of train- 
ing missions. 


Tatooine hayseed with a bad case of 
wanderlust—looking to help out in the 
struggle against the empire. His story is 
told in chapters, from his early days of 
training on Tatooine to a deep space 
confrontation with the face of evil itself. 

Rookie-One is initially forced to prove 
his worth by flying a series of training 
missions on Tatooine. First, the player- 
character must play follow-the-leader 
through a wickedly curving natural rock 
formation, displayed in third-person flight 
perspective. Once Rookie-One’s flying 
prowess is established, it’s time to test 
marksmanship in a third-person bomb- 
ing run, with mechanized drones as tar- 
gets. From there, veteran aces lead the 
player-character through asteroid fields, 
honing his skills to razor sharpness, until 
the Rebels are finally ready to take on 
the Empire at Hoth and stage a climactic 
dogfight-style showdown in deep space. 

The graphics in Rebel Assault are 
stunning, combining FMV from the origi- 
nal film, incredible texture-mapped poly- 
gons, and state-of-the-art bit-mapped 
sequences. The various styles of graph- 
ic presentation don’t clash, either, but 
fuse seamlessly into a package that 
almost explodes under the weight of its 
sense of wonder. Star Wars: Rebel 
Assault is among the finest entertain- 
ment products of the multimedia age 
and a game everyone capable of run- 
ning it should unquestionably own. 

This is what state-of-the-art electronic 
gaming is all about. 

—Bill Kunkel 
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Action takes place both on and off Rebel 
starfighters. 


GET THE COMPLETE PICTURE: 


INSIDE MORTAL KOMBAT 2: BUBSY BOBCAT RETURNS 


Seneee 


Serious gamers need a serious magazine like THE MAGAZINE OF elete ian eae 
ELECTRONIC GAMES! — 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 


that take you to new realms of electronic gam- \. é TOM 
ing! It's the only place you'll find entertainment eee a GAIER OF THE YEAR 


superstars and industry insiders sharing their Rael 
unique viewpoints while delivering the news : Ih} | KAL I NSKE 
and reviews that tell it like it is! a ne 


SuESUAIEE TO ELECTRONIC GAMES 


Dy weer Te 2FF Tue Ae? ALT AF eee | 


| Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
' To: EG, P.O. Box 7311, Red Oak, IA 51591-2311 


Name 
Address 
City 
State  —_ ZIP 
Payment Enclosed ___ Bill Me 
Credit Card Orders: 
VISA MC 
Card No. 
Exp. Date 
Signature 
For Faster Service, Call Toll-Free: 


CTRONIC 
—- 
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THE MAC ZINEIOFSINTERAGTIVE EXPERIE 


a Make check or money order payable to Decker Publications, Inc. Canada and Mexico add 
$10.00. All others by air mail $80.00. Any/all checks or money orders must be payable in U.S. 
funds, and must be drawn on an American bank. (American Express money order, Citibank 
money order, or any other type of check or money order that would go through a U.S. branch 
bank.) All foreign orders must be prepaid. Please allow 6-8 weeks 


for your first issue. HCG B5 
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EXPLORE A TWISTED MAZE 


OF TIME AND SPACE. 


ELECTRONIC Arts’ LABYRINTH OF TIME PRESENTS A 
WORLD WHERE ROD SERLING WOULD FEEL AT HOME. 


THe LABYRINTH OF TIME 


BY ELECTRONIC ArTS 
FoR PC CD-ROM 


_ _Here’s an offbeat entry into the CD 
role-playing sweepstakes. Developed by 
Bradley W. Schenck and Michal Todor- 


_ ovic, The Labyrinth of Time is a strange 


_ little adventure which casts the player as 
a city-bred cipher, living in a world full of 
mundane annoyance and little else. Our 
protagonist’s life is defined entirely by 
his daily routine: purchasing a subway 
ticket, riding the train, chatting with 
Greek demigods... 

Ah, but we’re getting ahead of ourself. 
The designers spell out the colorless 
quality of our hero’s life by using black & 
white digitized footage for the opening 
sequence. Once the player-character 
boards the subway, however, and the 
image of the Greek architect Daedalus 
appears amidst the train’s gritty squalor, 
the game bursts into colorful life. The 


appearance of Daedalus, unfortunately, 


_ also represents the game’s single most 
effective scene. 

The long-dead architect tells the play- 
-er-character a story: Daedalus was a 


. _ great architect in the long-ago and far- 


away, having constructed the legendary 
Labyrinth of Knossos. King Minos, great- 
grandson of Zeus and nobody’s sweet- 
heart, somehow managed to entrap and 
enslave Daedalus’ long-dead spirit. 
Minos then forced Daedalus to design 
and build an even more amazing maze 
than Knossos—the Labyrinth of Time, 
which can take a hapless wanderer not 
only through space, but time as well. 
Minos’ Labyrinth has temporal entrances 
into various eras of history, including the 


a 


place to have a good time. 


Bronze Age, the Middle Ages, pre- 
Columbian America, the Old West, and 
our present. 

Minos agenda is pretty straightforward 
villain stuff: he wants to rule all time and 
space. Daedalus, meanwhile, has used 
some miraculous reserve of power to 
broadcast his image into the far future 
where he hopes to recruit a super war- 
rior capable of thwarting Minos’ sinister 
scheme. Unfortunately, our player-char- 
acter is no high-tech super soldier; just 
an ordinary citizen, shuffling helplessly 
through the ennui of existence. But 
there’s no time for additional scouting; 
it's up to the player to solve the many 
puzzles of the Labyrinth and save the 
world from Minos’ clutches. 

As in all puzzle-oriented adventures, 
the interface is the single most important 
component of the game design. Unfortu- 
nately, Labyrinth of Time suffers from an 
awkward, dated interface that frustrates 
far more frequently than it satisfies. 
Commands are issued through two sets 
of icons which appear alternately in a 
horizontal strip running along the bottom 
of the screen. The primary icon set 
includes commands for: take, move, 
open, close, look, inventory, directions, 


and access to the map screen. Clicking 
either the right mouse button or the 
inventory icon summons the secondary 
icons: return to game, save, load, use, 
and look at inventory commands. 

The problem is the simple-minded, 
lockstep manner in which the commands 
must be invoked. Almost a decade ago, 
Icom Simulations offered gamers a sys- 
tem of interacting and interfacing with 
on-screen and inventory objects that 
seems amazingly streamlined when 
compared to Labyrinth’s inflexible proto- 
cols. For example, objects in inventory 
can not simply be clicked on and 
dragged to the appropriate position on 
the main display. Instead, the user must 
click on the inventory item, hit the “use” 
command, then click on the area of the 
main display they wish affected by the 
object. To make matters worse, the 
“use” icon, one of the most vital com- 
mands in the game, is stuck on the sec- 
ondary icon strip. 

Movement can only be accomplished 
through the direction/arrow icons; users 
are not allowed to simply click on a des- 
tination and go there. Worse still, there 
are only three directions: left, right, and 
forward. If the p-c wishes to move back- 
wards, they must make a one-hundred- 
eighty degree turn then travel forward. 

Even when Labyrinth of Time gets a 
chance to dazzle us, it rarely exploits the 
occasion. The Maze of Mirrors, for 
example, which should be presented as 
a dazzling, crystalline extravaganza, is 
instead rendered in the most visually 
pedestrian manner imaginable. The 
black & white footage from the game’s 
introduction does a good job of setting 
us up for the appearance of Daedalus, 
but these images are horizontally elon- 
gated, making the characters look as if 
they are being viewed through a fun 
house mirror. 

Labyrinth of Time uses a number of 
gimmicks and visual techniques to cre- 
ate its unusual ambiance, and even pre- 
sents some killer, multi-step puzzles. But 
its weak interface creates problems that 
even the strongest title would have a 
hard time overcoming. 


— Bill Kunkel 


MULTIMEDIA CD ROM 


386/486 IerenWID 


GAME POWER! FOR IBM PC COMPATIBLES 


Hot New CD ROM Titles 


Agha $62.95 
BLUE FORCE Next of Kin.. $44.00 
CONAN THE CIMMERIAN . . $21.00 
SlOCLLEM f + iewae ewes bers 


HOT NEW 3.5" DISK TITLES 


MORTAL COMBAT...... $52.95 
STAR TREK Judgement Rights $52.95 
Re re OUT eee & & & bow are a $49.95 
GATEWAY 2-HOMEWORLD $44.95 


Hot New CD ROM Titles 


TN MUGS! son eradawaem~ns $52.95 
IGN ELIS sxaaeaaws wade ew $59.95 


GABRIEL KNIGHT........ $49.95 EE ALONE IN THE DARK..... : MAD DOG MCCREE ....... $42.95 
SIM CITY 2000........... $47.95 THE DAGGER OF AMON RA $39.95 RETURN TOZORK......... $53.95 
ACES OVER EUROPE..... $49.95 REVELL BACKROAD RACER = $47.95 PROTOSTAR WAR ......... $45.95 
FLIGHT SIMULATOR 5.0.... $49.99 REVELL EUROPEAN RACER $47.95 DRACULA UNLEASHED .... $52.95 
STREET FIGHTERII........ $38.99 Indiana Jones/ Fate of Atlantis $51.95 SPACE QUEST 4...... $37.50 
INDY CAR RACING........ $44.00 BRM INCA... cece eee eens ; RINGWORLD REVENGE .... $41.95 


PAT CON SB .Oiicusdccuianncas $48.00 FEB GOBLINS 2...... serene RETURN OF THE PHANTOM.. $41.95 
LANDS OF LORE........ $45.95 PE «The Labyrinth of Time...... ; : CURSE OF ENCHANTIA.... $26.00 
LINKS 386 PRO (Golf)....... $45.95 ACK... eee e eee MANTIS Experimental Fighter $39.95 
SIMON THE SOCEROR..... $37.00 Eye of the Beholder - Trilogy WRATH OF THE DEMON... $27.95 


JOURNEYMAN PROJECT... $52.95 


SAM & MAX HITTHE ROAD $42.95 


KYRANDIA2-HANDOFFATE $43.95 STRIKE COMMANDER..... $56.95 COMANCHIE Bundle&Missions $69.95 
HEIRS TO THE THRONE.... $42.00 LOST TREASURES ....... $44.95 Maniac Mansion Day of the Tentacle $45.00 
JURASSIC PARK........ $39.95 LOST TREASURES 2...... $34.95 WING COMMANDER 2..... $36.95 
BLOOD STONE............ $33.50 ERIC THE UNREADY....... $38.00 LEGEND OF KYRANDIA.... $43.95 


SECRET OF MONKEY ISLAND $38.50 
scuttinaneairsdmendanciteen ct F-117A/F-15STRIKEEAGLE2 $42.50 
X-WING Imperial Persuit ... $27.99 HELLCAB............... $66.66 


TERMINATOR 2029......... $46.50 EDUCATIONAL CD's 
TERMINATOR RAMPAGE ... $49.95 Where is Carmen San Diego Deluxe $32.00 


PRINCE OF PERSIA......... $32.50 ARTHUR's Teacher Troubles $29.95 


Tony La Russa Baseball2.. $57.95 
NATL. LAMPOON'S CHESS MANIAC $51.50 
STAR TREK-25thAnniversary $62.00 
GUNSTUP 2000 v6 <awe~ en ewn $29.95 
AEGIS Guardian of the Fleet $54.00 
JONES IN THE FASTLANE... $39.00 


PLASHBACK 60s 0snnne eeaes $39.99 


DARKSIDE OF XEEN........ $46.95 JUST GRANDMA &ME..... 42.95 KINGS QUEST Save cswced $39.95 
CLOUDS OF REENwcasewnces $46.95 ie BEACON TEACHES TYPING eee Mints GUS) Os ks<.ccanae $47.50 
METAL & LACE (NR13)..... $38.95 BUSYTOWN........ $39.95 SPIRIT OF EXCALIBUR .. $29.95 
COBRA MISSION (R)...... $55.95 MIXED UP MOTHER GOOSE $34.22 En 2M whesaewn Kena $57.50 
DRAGON KNIGHT 3(R).... $53.95 LENNY'S MUSIC TUNES $39.95 Secret Weapons of the Luftwaffe $28.50 
Sisley aa. (og 9.) Se $41.50 RODNEY'S FUN SCREEN... $35.95 WACKY FUNSTERS....... $31.00 
CONQUERED KINGDOMS....$42.00 MANHOLE ENHANCED .. $39.95 LORD OF THE RINGS is«cna $52.00 
PINBALL DREAMS.......... $36.95 TALKING JUNGLE SAFARI $54.50 ty OPet ¢eeus ck ewe @ o $28.95 
TRUMP CASTLE 2 DELUXE $46.50 TALKING SCHOOLHOUSE.. $54.50 SHERLOCK HOLMS 1...... $52.50 
— pi Les | ee $46.50 PUTT-PUTTS FUN PACK... $35.95 SHERLOCK HOLMS 2...... $53.95 


SHERLOCK HOLMS 3...... $53.95 
TOM LANDRY Strategy Football $34.50 DINOSAUR ADVENTURE..... 29.50 Adventures of Willy Beamish $37.00 
CHALLENGE OF THES RHELMS $46.95 ECO QUEST « o< ccsc wou vac ore SCRABBLE DELUXE ...... 


Trt re $48. Macmillan Dictionary for Children $29.95 
RAILROAD TYCOON DELUXE SCOOTER'S MAGIC CASTLE $46.95 


PUTT-PUTT JOINS THE PARADE $42.00 


GREAT NAVAL BATTLES... 


PIRATES GOLD .o.ccs éo0ees $47.50 WING COMMANDER 1/ULTIMA6 $33.95 
REX NEBULAR Gender Bender... $37.00 FATTY BEAR'S FUN PACK $34.95 WHO KILLED SAM RUPERT $32.50 
MASTERS OF ORION ...... $46.99 BAM KID FUN...........0ccee REFERENCE CD's 

D&D FANTASY EMPIRES .. . $44.99 RACE THE CLOCK........ $39.95 GLOBAL EXPLORER....... $99.00 
D&D STRONGHOLD....... $44.99 THE UGLY DUCKLING..... $44.50 FRACTAL ECSTASY..... $39.95 
VEIL OF DARKNESS....... $29.95 Shelly Duvall's Its' a Bird's Life $38.50 KING JAMES BIBLE..... $29.95 


SURIKE SQUAD 4s scwde ccs $46.95 
THUNDERSTICK JOYSTICK. . $29.95 
PHAR MAOIST 2 «xia xe ene s $52.95 


QEMM MEMORY MANAGER for 386, 
486 systems. Most game programs have 
demanding requirements for your 640K 
conventional memory. QEMM automatically 
reconfigures your system for maximum ram! 
Ends most memory problems!... $69.95 


Goldilocks &the Three Bears $39.95 


LOTUS 123 


LOTUS 123 for WINDOWS Release 1.1 
Includes LOTUS 123 and On-Line 
Books all on one CD! You'll have a 
faster way to find the right information 
exactly when you needit!l..... $65.00 
(Includes AdobeType Manager for Windows) 


REVERSE PHONE DIRECTORY 
Set of 5 CD's cover all listed residences and busi- 
ness inthe entire US! With phone company directory 
assistance, you cannot search the entire US to 
locate an individual or business. With phonedisc's 
four-way search you can enter a phone number and 
find the owner and address! Or enter an address and 
find the phone number! Enter a name and rapidly 
scan all listed phones in the U.S.!...... $199.00 
(Will not disclose unlisted phone numbers) 


CALLTOLLFREE UE em rnnccsncetoe Os 


Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
1-800-551-9995 


Sales Office: 1903 Fairway Dr., San Leandro, Ca. 94577 
OR CALL 510-352-3787 


Terms: We accept money orders, personal checks or COD's. Visa, MasterCard 
okay. Security restrictions may apply on charge cards. No personal checks on COD. 
$4.75 shipping and handling. Add $6.00 for COD orders. In Canada total $8.00 for 
shipping. No COD's to Canada or addresses outside the Continental U.S. 
Canadian, APO, FPO and foreign orders must be prepaid by money order in U.S. 
funds drawn on a U.S. Bank. Foreign shipping extra. Calif. residents include 
8 1/4 % sales tax. Check compatibility with your system before you buy. All 
sales final. All products fully guaranteed, however defectives replaced with 
same title only. Personal checks allowed to clear 2 weeks before shipment. 


MSDOS™ required for most titles. Some tit! 
Subject to change without notice. Some titles 2 


require WINDOWS™ . Prices & Availability 
compatible. ™ ‘s property of respective owners. 
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TAKE A WALK THROUGH 
STRANGE ASYLUM. . . 


IN CRITICAL PATH, YOU ARE THE REMOTE LINK TO A 
TROUBLED SOUL DESPERATELY IN NEED. 


CRITICAL PATH 
BY MEDIA VISION 


FoR PC CD-ROM 


Critical Path is a hip-looking new PC 
CD product that represents an increas- 
ingly-popular new multimedia game 
genre: the Remote-Control Adventure. 
Conceptually, this theme was first 
explored over a decade ago in Steve 
Cartwright’s computer game Hacker 
(Activision) and was seen more recently 
in Electronic Arts’ Space Hulk. In this 
type of contest, the player-character 
- remains in a remote location—a control 
room of some sort—from which position 
they guide and/or control one or more 
on-site soldiers. But both Hacker and 
Space Hulk were floppy disk games, 
which means they didn’t have the slick 
full-motion video or digitized speech Crit- 
ical Path boasts. On the other hand, 
they were a heck of a lot more interac- 
tive. 

A truer inspiration for Critical Path 
would probably be multimedia video 
games like Night Trap (Sega/Sega-CD) 
and its upgraded cousin, Double Switch 
(Sega/Sega-CD), in which a whiz-kid 
_ character played by Corey Haim (!) runs 
the computerized security system for a 
crime-plagued apartment building. 

In MechaDeus’ Critical Path, the Earth 
has been staggered by an apocalyptic 
war which was triggered when terrorists 
obtained biotoxic weapons from frag- 


_. ments of the Red Army. Kat, the star of 


the game (but not the player-character), 
maintained a journal which informs us 
that most of North America and Europe 
are uninhabitable with a biotoxic death- 
wave scheduled to hit South America 
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This control panel is where you'll spend most of 
your time in Critical Path. 


any time. Even those who have survived 
often become dangerously insane. While 
Kat is on a detail away from base, the 
entire headquarters is nuked. The 
options for the sane survivors are win- 
nowing down when Kat and three other 
elite soldiers locate an island about 300 
miles from their present location. The 
island is supposedly safe, so the quartet 
set out for it in a pair of Apache chop- 
pers. Alas, the promised sanctuary turns 
out to be a trap; the Apaches are shot 
down and two members of the party are 
killed. Only Kat and the player are left 
alive; Kat on foot, and the p-c in a con- 
trol tower from which he maintains 
audio-visual contact with our heroine. 
Kat is played by Eileen Weisinger, who 
looks like a cross between Sarah Con- 
nor and La Femme Nikita. 

The villain of the piece is General 
Minh, a fat sadist who bears a disturbing 
resemblance to Gen. Burkhoelter from 
the old sitcom Hogan’s Heroes. In fact— 
would you believe it?—Kat and the p-c 
have actually been lured right into the 
General's headquarters, an island of 
horrors that legitimately earns the warn- 
ing sticker which appears on the product 
box (“This product contains violent 
scenes and/or language which may 
offend some users.”). The torture cham- 
ber scenes are especially disturbing. 

The player soon discovers that the 
control room in which they are trapped 
not only serves to hook him up with Kat, 
but it can also also send commands to 
Minh’s massive factory. A notebook icon 
appears in the lower left of the control 
room screen, and through this book, the 


player can learn the sinister secrets of 
the General’s factory. 

Critical Path has plenty of QuickTime 
movie sequences full of bad lip-synch- 
ing, and several remarkable bit-mapped 
locations, which can be accessed as 
paintings using the Gallery option on the 
main menu. But the heart of the game is 
figuring out how the control room 
devices can be made to work. A lot of 
trial and error is called for, but fortunate- 
ly Kat, like her namesake, has nine lives 
with which to experiment. Unfortunately, 
the primary difficulty with this game is 
the frustration which is generated by the 
user’s forced status on the sidelines. 
Certainly there are many opportunities to 
save Kat's hash, but the impulse to kick 
open the doors, pick up an Ingram gun 
and rock ‘n’ roll becomes, at times, 
almost overwhelming. 

By the way, this program runs through 
Windows, so make sure to disable any 
screen savers before playing. It can be 
rather disconcerting to watch a guided 
missile blow up an Apache helicopter, 
then have the monitor switch to an 
image of a rubber ducky from the Walt 
Disney Collection screen saver. 

Critical Path has lots of interesting 
things going for it: the way Kat warms to 
the player as the mission progresses, 
the high-tension cliffhanger sequences, 
and the skillful manner in which the 
game’s limitations are occasionally 
transformed into design advantages. 
This is certainly what people think of 
when they hear the term “interactive 
movie”’—the only difference is that most 
people envision themselves as the star, 
rather than a physically helpless side- 
kick. 


—Bill Kunkel 
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YOU'RE JAKE RYAN, rookie motorcycle officer. Ten years have passed since the 
unsolved murders of your parents, but a twisted trail of evidence still exists. 
While patrolling your beat, pieces from the past begin to link with the present. 
You're treading where you’re not wanted and someone wants you to know it! 


BLUE FORCE...Realize your destiny. 
Available from your local dealer in 3.5” disk or CD-ROM FORMAT. 
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with Red Shift. 


sometimes thought and technology 
blend beautifully, but they may be out of 
sync at others. Astronomy programs are 
a case in point. Computer designers 
have been trying to put together such a 
product for over a decade, but the idea 
didn't really become practical until the 
advent of multimedia technology. 

Enter Red Shift. An interwoven lattice 
of menus with click-on buttons enables 
the armchair astronomer to observe 
planets, stars, moons and comets; chart 
their courses, and gain much information 
about any point in the sky of particular 
interest. 

Red Shift runs directly from the CD 
drive, or it can be installed on the hard 
drive to optimize performance. The pro- 
gram occupies about 1.5 MB and uses 2 


David Malin. 
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The movie recorder feature will let you capture 
your trip through space 


MB in execution. The spiral bound docu- 
mentation is written so lucidly that even 
neophyte stargazers won’t have any 
trouble learning to control the program 
and enjoy its numerous features. 

The best way to approach Red Shift is 
to plunge in and look around. When the 
main display appears on the screen, it 
shows a section of the night firmament. 
Planets and stars are colored dots, while 
brown denotes deep space phe- 
nomenon like galaxies and nebulas. 

Two icon bars in the 
upper left corner bring up 
windowed panels that con- 
tain the fine controls. The 
user Starts by clicking two 
buttons on the left bar. 
These control the portion of 
| the sky under observation 
and the rate of time. Some 
celestial bodies are best 
studied over a period of 
days or even months, so the 
ability to speed or slow time 
prevents sitting at the com- 
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Breathtaking views of space and the solar sys- 
tem are all a part of Red Shift. 

The planets and moons of our solar 
system are scalable spheres that may 
be studied at extremely close range. The 
surfaces of all objects are mapped as 
much as available knowledge allows. 

Among Red Shift's many intriguing 
features are the dictionary of astronomy 
and the photo gallery. When looking at a 
planet or moon, a Click calls up the 
name of the object and technical infor- 
mation about it. The Penguin Dictionary 
of Astronomy, included in Red Shift, is 
packed with definitions and explana- 
tions. If “photo gallery” is printed at the 
end of a dictionary entry, clicking gives 
access to a library of photographs. 

Although Red Shift is crammed with 
enough data to please serious amateur 
astronomers, Maris took great pains to 
make it inviting to those who think a 
comet is Brisco County Jr.’s horse. The 
guided tours are initiated with a click on 
the appropriate button. They give a good 
overview of their subject matter without 
involving first-time users in daunting 
complexity. 

Red Shift is not a simple or shallow 
program. Quite the opposite, in fact. 
There is no game element whatsoever, 
but if you want to study the heavens 
without leaving the comfort of your com- 
puter den, this is a great way to do it. 
The technology to create that long- 
desired astronomy program is here now, 
and Red Shift makes the most of it. 
—Arnie Katz 
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AN IMPACT AS VOYEURS... 


THE LATEST FULL-MOTION CD-I GIVES YOU A CAMERA 
AND A HOUSE FILLED WITH SHADY DEALINGS! 


VOYEUR 
BY PHILIPS 


For CD-I 


The best of the first-generation CD- 
based entertainment products have 
been realistic about the strengths and 
weaknesses of the technology in which 
they are working. While it’s possible to 
present eye-popping panoramas, for 
example, it isn’t so easy to let players 
move freely through these stunning, vir- 
tual environments. As a result, multime- 
dia games such as 7th Guest (Virgin 
Games/PC CD), Night Trap (Sega/Sega- 
CD), and now Voyeur, have actually 
integrated the technological limitations of 
the medium into their storylines. 

In Voyeur, a surprisingly adult CD-I 
entry from Philips’ POV and Propaganda 
Films, the player is cast as an investiga- 
tor who has been set up in an apartment 
across the street from Hawke Manor, 
residence of political heavyweight (and 
presidential contender) Reed Hawke 
(played by former “I Spy” star Robert 
Culp). The player-character has been 
Supplied with an amazing video recorder 
which is aimed directly at the mansion 
and it’s up to them to videotape the 
salient information which will prove that 
a sinister conspiracy exists involving 
Hawke and his estranged family. 

The game gets off to a running start 
with an opening credit sequence involv- 
ing some kinky love play involving hand- 
cuffs and garter belts between two 
guests at Hawke Manor. From this point 
on, the gamer is firmly entrenched in the 
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Your view of Hawke Manor is always changing. 
Diligence will pay off. 
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Among the evidence against Hawke is this inter- 
esting scene. 


head of the title character, a peeping 
tom who finds himself helplessly drawn 
into the unfolding plot twists going down 
before his electronic eye. 

Hawke, it seems, has invited his entire 
family to the old homestead in order to 
discuss with them the possibility of his 
running for the presidency. This sets up 
plenty of opportunities for clandestine 
meetings, any of which the player-char- 
acter can record on videotape. Only 
when the full conspiracy has unraveled 
can the police be called in and present- 
ed with the evidence. 

The idea of the outside observer who 
is drawn into a web of intrigue has been 
used many times in films, and it serves 
Voyeur’s plot extremely well. There are 
moments when players will actually feel 
the titillating thrill of looking in on unsus- 
pecting characters while remaining invis- 
ible to them. And, as in all good thrillers, 
just when we think we understand who 
the good guys and bad guys are, some- 
thing happens to turn our theories to 
sludge. 

The player's all-important video cam- 
era, unfortunately, turns out to be a 
device better suited to a sci-fi game than 
a political thriller. Imagine a videocam 
which can focus in on a folder laying on 
a desk, and then examine the contents 
of that folder, piece by piece! This sort of 
plot convenience seriously weakens the 
game’s credibility. If the contents of the 
folder were merely spread out on the 
desk, that would be one thing, but this 
technique, which is used constantly 
throughout the game, is a serious mis- 
take. In fact, the only thing this camera 


Your camera is your link to eventual fame and 
fortune or trouble with the police! 


can’t do is infinitely sustain itself; it has a 
battery meter which shows the p-c how 
much juice it has left, thereby limiting the 
amount of film which can be taped dur- 
ing a single shooting sequence. 

Voyeur takes place primarily in the 
player-character’s apartment, which is 
equipped with the aforementioned video 
camera and tripod, a television set 
(which only seems to get the news), and 
a telephone. The phone is used to com- 
municate information to the player, and 
once the player has sufficient evidence 
to convict Hawke, it is used to summon 
the police. The news—or rather, a whim- 
sical piece on ‘Election Gossip’—and a 
telephone call as the game begins, sets 
up the characters and the mission. From 
that point on, it’s time to turn on the 
videocam and start snooping. 

The camera pans across the front of 
the Hawke Manor using crosshairs as a 
sighting device. When the crosshairs 
pass over a window to a room in which 
there’s something to see, one of three 
icons appears. An eye icon indicates 
that the room will host a character inter- 
action; an ear icon tells the player that 
there’s something worth hearing in that 
room; and a spyglass icon indicates 
hard evidence such as files, pho- 
tographs, a diary, etc. Events happen 
simultaneously in Voyeur, however, so 
while the player is fussing with some pic- 
tures in one room, a crucial encounter 
may be occurring elsewhere. 

The FMV is superb, with much better 
than usual integration of digitized actors 
with bit-mapped sets; sure, the corona 
which invariably appears around the 
edges of the digitized characters is visi- 
ble, but much less conspicuous than it 
appears in similar games. 

Voyeur is a marvelous creative 
accomplishment. Director David Riordan 
not only overcomes the inadequacies of 
current CD-| technology, he uses them 
to create a first rate and extremely 
unusual gaming experience. 

Go on, take a look. 

—Bill Kunkel 


ge Soe MAXIMO OVER MELE 


- yO 
—s 


De, 


Bi 


ha 


peer - i 


Winner of 12 Major Awards 
including: 


BEST SIMULATION 
Video Games & Computer Entertainment 


ACTION GAME OF THE YEAR 
PC Games Plus 


BEST GRAPHICS OFTHE YEAR _ 


= 


Computer Game Review 


Over the Edge - 40 new missions with breathtaking 
_ graphic enhancements - Maximum Comanche! 


— — Comanche Maximum Overkill - now includes Mission Disk #1 at 
= no additional cost! = 


~ Look for Mission Disk #1 with 30 challenging 


On a Single CD-ROM 


Actual screen images. 


gt CGR ST Rie FS Line yt ey 


make tactical decisions .’.. all at the speed of + - aa 


-universe, there’s a fine line between galactic 
success and dismal failure. 


- or see € your local retailer. . ' being ey 


sh ©. 
rs of Tah 
iy | ss, 
oh * ag " 
t 
¥ 
* 
Pe 3 
a 
ool 
oe 
2 


THE ULTIMATE GAME 


fonosinncién- 
¥ 


TRATEGIC CONQUEST. 


ead 


\ apa, 
MiB SGN a OR IRN a nNia Ui NANI SS SEMAN aM ie mst 
7. Be: 


_ Seance "anna “pein 
.. . 2 


You are-the commander-in-chief on a quest to_ ee. 

conquer and colonize a galaxy of alien worlds. © * = EST AB LIS 
But first you must overcome hostile climate | 26. 
conditions, ward off cunning enemies, weigh. 
critical information, calculate the risks, and. | 


light. Because in this mind- bending, real-time’ = = 


|mmee 00000 
TTL 
LL 


ae, RNS S EE 000 JUUU ig 
oe a Sia Reach™, call 1-800- 969. GAME, - KP Ce ee 


re OAPI DALAL MOBO 


ae Se 
: 


Interplay Productions, ee he | 
ve Fitch Avenue ae See. fi 
Are PATROL, A REA, i ee Actual IBM screen shows | . 


© 1993 Interplay Productions, Inc. and or All rights reserved. Star Reach is a trademark of Interplay Productions, Inc. | 


